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Time travelling SF adventure 




SPACE ROGUE 

The ultimate space game! 


DRAKKHEN 

The most awesome 
adventure ever! 


CHAS 

In hot pursuit of 
coin-op action? 


fantasy masterpiece 
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missile* and laser anti aircraft fir#, can 
you be top g l 4 g a, in*,! s u per ton « 

smarm? 
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One# beaten, but not destroyed, the evil 
Shogun Kunitoki used all his mystic powers 
to transport himself through time end 
establish a new empire of tyranny in 
modern day flAannattan. Vou arrive in this 
frightening and awesome modern 
world bringing nothing with you 
save your intelligence, skill and 
cunning and c burning 
desire for vengeance. 
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BAT AA ANT HE 
CAPED CRUSADER 

"Believe me this is brilliant, 

t, 

a finely-honed atcade 
adventure which Es the best comic 
licence ever - you r d be batty to 
miss it," CRASH S MASH. 
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OPERATION WOLF 
- J What more could anyone 
ask for in a shoot-em-up. 
Operation Wolf, simply is 
The Business." 
CRASH SMASH, 

©TAITQC ORP 

1988. 
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“Skillful programming 
has taken the superb 
graphics and addictive game 
play of the monster arcade hit 
and faithfully reproduced It on 
the home computer." 

R-TYPE 




"Here at S.U.we think it's 
about as dose to an 
ultimate space blast 
as anyone will ever 
get. Fab." 

£ IREM CORP19S7 
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"A sure winner with the ofvid 
conversion to the home 
computer." CQAflFUTiR GAJV 
WEEK. '‘A very epjm,'abfe and 
addictive game ...The best 
conversion I have seen on 
the Amstrad/’ 

AMSTRAP ACTION. 
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tost famous sports 
s to your Home 
fen with this exciting 
the )4 hour Le Mans rat#, 
ng challenge Inspired by 
n driving simulator reproduce* 
its at the famous rue# 
td turn of the trad*. 
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DOUBLE DRAGON 



Join m deadly combat with the savage 
street gang of the infamous Shadow 


Boss. Use whatever weapons come to 
hand as you pursue the gang through 
the slums, factories,, and wooded 
outskirts of the city to reach the 
Black Warrior hideout, for the 
final confrontation with the 
Shadow Boss himself! 
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Ocean Sqlfware Limited 6 Central Street Manchester M? 5NS 
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The Snares a fivtnty-feve! deadly maze Ixiilt in i temporal cavity by bi.iion^ijr-e 
Andre T helm an who ten years ago entered his creation with his most valued 
possession — and died. 

the hunt far the mystery treasure has turned snto the hottest vid game show on earth 
as contender after contender dies trying to crack the mazes secrets. Will you 
succeed? 

Snare: fiendish, frustrating and deadly — onfy for the quick-witted! 


CBM 64/128 

Cass:£9,99 

Disk:£12.99 
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special edition with the ZZAP! crew pick- 
i n g the w i n ne rs u nt i I you r votes ca n it a rt 
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20 NORMAN NUTZ 

Or Mutz ponders the meaning of the 
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games. 
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Be Adventurous 


The Christmas avalanche of games continues to bury the ZZAP' team 
under coin-op conversions this month; the number of game review pages 
is the highest it's been for ages- But Some of the most exciting games 
won't have Phil Robin, or myself polling our usual faces over them. 
They're games like future War s, Drakkhen, and Dragon Wars. Distirv- 
guished by brilliant graphics, some excellent animation, and amazing 
playability they re the sort of programs we might - in quieter months - 
have classed as ' normal 1 ' games and reviewed ourselves. 

The rapid decline In text-only adventures in favour of games such as 
indy: The Adventure Game r w hich often have arcade sections, has blurred 
the whole definition of what an adventure is. The highest scoring J nor- 
maC game this month is Space Rogue, from BPS adventure specialists Ori- 
gin it combines a RPG game with an Eftfe-style space game. But however 
difficult classifications a re 4 this month's Lab Report Is packed with first- 
class games with plenty of appeal for all but the most committed arcade 
fan. 



EXTRA TIME 

(Anto, Amiga £9.95} 

Review fay J Footy J Phil King 


Stuart Wynne 


SOFTWARE 

MARRIAGES 

The first of this month's nuptials concerns that boistrous young company, 
Domarfc. and the much admired Incentive. Domarkatready has qurte a stable 
of people it goes to for its programming. But the real surprise is Incentive, for- 
merfy a very successful independent label, which wowed the critics with such 
performances as Driller and Total Eclipse. More recently its name has been 
linked with MicroPros*, Indeed the 16-bit conversions of those two titles were 
used to launch 'Prose's new yuppie label, MicroStetus, which i$ now on hold. 

The offspring of this union already has a name - Cast Is Waster: It's set in 16th 
century England and has the hero trying to rescue the princess from one of four 
castle towers. Naturally the 64.rpom castle rs packed with evil spirits in the form 
of bats, rats, and spiders. 

According to the father of the bride, Incentive founder Ian Andrew, the 
game wifi be 'the first Action Adventure to use 3-D solid polygons - . It will be 
available on all formats in April and was apparently gestahng for many months 
before this official announcement! 

The second wedding this month sees the lovely Magnetic Scrolls finally 
finding a hopefully permanent home with Virgin Mattertronlc After being 
one of the brightest programming houses on the Rainbird label. Magnetic 
Scrolls decided to leave when MicroPros* took over Teleccmsoft Magnetic 
Scrolls co-founder Anita Sinclair said the most important factor in the link-up 
was that Virgin were ' lovely people , Ahhh. 

Now important the deal will be i$ open to question due to rumours the Scrolls 
may be concentrating more on business software than adventures. But we're 
glad to see Scrolls at Feast retaining some fink with the games industry, and we 
won't even make any jokes about Mates' 



A What a load of bricks] - Mark Strachan, Andy TaJt, Ian Andrew, and 
Dominic Wheatley at the signing! of the Castie Master deal. 
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We Kkk Off fans have waited 
a Ion g ti me for th is data d fsk for 
Dino Dini's brilliant footy 
game. So it tame as something 
of an anticlimax when it 
arrived at ZZAP! Towers. 

True, there are some new 
features, but other promised 
additions are conspicuous by 
their absence, A new set of 
harder referees was promised, 
but all that seems to have 
changed are their names. 
Apparently the players have 
three more attributes 
(tackling, passing, and 
shooting skills) to give them 
extra individuality, but in 
practice it's hard to appreciate 
this feature - perhaps it was 
meant for the unfortunately 
omitted team selection option 
which was originally planned. 

On the positive side, you do 
get a choice of four new 
playing surfaces {hard, 
artificial, wet, and soggy) as 
well as wind conditions which 
ran ge from none to crazy {g al e 
f o rce ! ) . Before each match you 


also get an extra four 
formations to choose from: 
Blitz (all-out attack), Lockout 
{very defensive). Falcon (fast 
wing attacks), and Criss Cross 
(possession play). And for 
mediocre players the choice of 
three ski II levels for the League 
(previously only International) 
is most welcome. 

Probably the most 
noticeable features in play, 
however, are the two half 
control options. Shot Power 
allows you to determine the 
power of a pass/shot by 
watching the small line 
beneath the controlled player 
which rapidly turns white. 
However, even experienced 
players such as myself found it 
very hard to time shots 
correctly and often ended up 
just tapping the bail a few 
inches down the pitch - very 
annoying ! 

More useful is the After 
Touch feature which allows 
you to bend shots by moving 
J the joystick just after kicking 




PICTURE THIS! 


Converting bcardpmes to home computers can often result In 
blandly recreate the original, cramming a large board om 
screen. Thankfully Pfctfonary Isn't one Of Item, If you thin* urging your 
'pictionaries 1 is fimwtth paper and pencil, you haven't tried it with a test of 
computer 4 draw 1 functions and a time limit which pays no attention 
whatsoever to your cries of just another second, Jill be a masterpiece!' 

To celebrate the release of their successful C64 and Amiga conversions, 
Domark are offering five copies of the still very wonderful boardgame In a 
great comp. To enter ail you have to is think of something, like 'pin stripe 9 or 
dictator 1 , and drawaplctionary to illustrate it. Remember to write out what 
you're drawing on the back of the paper, end send ft to PKWftE THtSCOMF, 
ZZAPt rowers, POiox 10, Ludlow, Shropshire SYS 1DB. 

The normal competition rules apply end all entries must be received by 1 st 
March. 
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MicroPros® bought Firebird, 


' Got youi donang shoos oni 
wati i.h4i cry whoh ZZAP 1 
T ! met, Mark Kendrick vtho 
one who does t in stubbly 
dmwinp t'tr.l LiniJ Robin, 
Candy {TGM person) til so 
known . 1 :- tin how band, Prised 
I played m that Mecca for 
music fans The But) pub in 
Ludlow 

Equipped with keyboards 
pa loro ( incLu dli ip my Kota m t [ 1 
20 1 ) t lie dia r li sy d,u o pS , j y , ■ I - ■ 
whole lioyr or somjs from tho 

I likes of rhi- Numane lajisir Am 
Friends Electric' to Depecho 
Mode's ' Everything Counts 1 
And for afisstyig t hay did very 
well endued , i ho only piobleins 
Doing a few ’technical hjtcbdfl f 
I t| 1 0 SC l[ 1 If s si:j no ST s t Of 1 f H!( I 
in mid-song (typicall ) and also 
1 oad ed lj ] 3 a sc tarn bled vuis 10 1 1 
of 'In Your Room 1 (Robin latei 
cJiumed u was sEibolayH 
someone had swapped over 
Ins Midi lea flit f) A hiitlnr hudi 
was f.iiisurl when Rol n. 
t-tniLdri't mad Lite words to a 
song because lighting pxpnrL, 
Kick Roberts (CRASH mu on ), 
turned the lights off I 

But the way an i-Kubeiant 
Markiu handled tlmsn 
po t n m 1 , 1 1 1 y ern b a ; t a ssi ng 
IB p mb) hi us showed Kls truestar 
® potential as he laughed with 
the audio nee and soon got 
| them dancing m 1 ho a|$ I ok 
There was evi -n u mo for a. n 
( ncore when 1 ho fans ralsml h 
vocifomm; c:heni fur Mum!' 
iVif . t> Vui- Those IhcIn 
will go along wayf I just hope 
they give ins; back my D 20 
first! 


the halt. This really adds an 
extra dimension to gameplay 
and some spectacular goals 
can be scored using it. 

The only other in-game 
changes are player control of 
goal kicks (thankfully 
removing the irritation of a 
computer-controlled goalie 
throwing the ball straight to 
the opposing centre forwa rdf) 
and the way injured players 
slow down (unfortunately the 
1 a ck of tough refs I eaves scope 
for extensive nobbling I >. 

Overall , Extra Time doesn't 
offer as many options as we'd 
hoped for but the hall control 
options do change the nature 
of the game to a more skillful 
one, putting an extra lease of 
life into a footy classic. 


P 


■ 1 1 

ir. 


the 

L the 

’Dfelsc 


A IDG Europe's glamorous Nikki Hemming 

ATARI 'S ARC 
ADRIFT? 

Ambitious plans by Atari to establish a new software label have been 
setback by controversy over its name - .ARC - which is also used by the 
American Research Corporation, which makes PC -type machines Leqar 
action to resolve the matter seems increasingly [Jkeiy, 

Already about E5Q # QQ0 has been spent by Atari on establishing the 
label, which has recently pu t out some very good Amiga strategy games. 

L and & 0r °d tria A couple of arcade games are af so due out soon 
Nrkfci Hemming, the alluring face of ARC'S PR company, is confident 
games wifi be continue to be released on the label for the foreseeable 
future. 

The confusion is ironic since the new label was set up to establish a 
dear<ut identity for Atari s software wing. While Atari have long been 
producing the occasional ST game, 3 new label was felt necessary to 
appeal to Amiga and PC owners. It should also be pornted out Atari has 
no connection with Atari Games, the coin -op makers whose games are 
converted to home computers on the Tengen label, so called to avoid 
contusion with the other Atari! 


OCEAN TREASURE 


After winning a raft of Sizzitrs and 
" old Medals in "B9, Ocean have 
rtghtfy dominated software sales 
for to the Xmas rush. According 
u Gallup almost one in every three 
entertainment titles sold comes 
m the Mancunian giants. 

The figures break down to the 
budget Hit Squad label eel 
14,9% of ell games 
full price Ocean 
15.7%, adding up 
impressive 30.6% 


Ocean hav* 
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must go to the phenomenal 
PoboCop game. This has been In 
the charts for over a year, and 
after being recently relaunched it 
mimed back up to n umber twoJ 
Questioned about his company’s 
ycoess Software Development 
anager Gary Bracey pointed out 
the part played by RoboCop and 
also claimed they'd been very 
Mucky' J We at ZZAPJ would 
dispute this last bit - quite simply 


another, long 
conversion, 
Rainbow Islands. Brilliant 
coin-op 

for 


Story, seem to ty 
the licence,* 

Negotiations are curre 
underway for Q^AM||^i 4 y£li& 
Qraftgold c off if 1 

an obviously rat her delicate 
process, 
games have long 
both won SL 
and It's to 

beautifully playable con versions 
do finally g< 
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ship Jolly Roger drift, Bui you >e 
not dead, and it's bmeto live on. 

The Far Arm galaxy is a mas- 
sive place consisting of at least 
eight star system s, jinked by 
wormholes, and over a dozen 
space stations. You enter the 
wormholes through cylindrical 
gates, and they're made tip of 
long tunnel sfef circles which you 
must keep inside to st^jy on 
target. Travel too sloili r how- 
ever, and constant erosion will 
rip away your armour. 

If you plan vengeance on the 
insect Man chi, you must first 
earn lots of cash. Trading is the 
easiest method, although some 
goods are perishable and 
pirates will try to steal them. 
Alternatively you might like to go 
bounty hunting, or even |ry 
piracy yourself. But your stand- 
ing with the Imperium and; the 
Merchant Guild wfll tali rf you 
start shooting at them, although 
it might earn you points with the 
Pirates. 


Orlgin/Mlndscape, C64 £T§.99 disk only 

• 1 ■* # * * * 
•The space gorge to bedt^EJ/te^ 1 

H ello, fpendt I'm R2"C64 + 
and I know all about you. 

How your famous father 


H eilp, friend, I'm R2-C64, 
and I know all about you. 
How your famous father 
always wanted you to go.into his 
safe, wealthy profession as a 
jeweller. Hqw you always 
wanted to go into spade, and 
finally succeeded by becoming 
a merchant marini with the 
Princess Blue, It was a fine ship, 
out the captain gof careless 
stopping to examine a derelict 
scout ship. * 

You yvere sent in to investi- 
gate. but no sooner than you 
were aboard than ten Manchi 
ships appeared, reducing the 
Princes* to debris. You're the 
only survivor and for days now 
have been letting the the scout 
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-4 An outside view ol your ship 
approaching starbase Hialhra 
(also shown in the small window). 

w 

V Guy too much drink and you'll end 
up walking erratically while 
hiccupmg (honest!|. 


What a change from the Ultima 
series this is for Origin! When I 
'heard about Space Rogue I half 
expected a reworking of their 
Ultima style RPGs but in a Sci-Fi 
setting; indeed this is what I got, 
And that's no bad thing when 
you consider how much depth 
there is to Origin games. But 
when you incorporate a techni- 
cally stunning 3-D combat mod- 
ule info the game it just jumps 
light years ahead of opposition 
such as Elite (yes, you really will 
believe a C64 can shift polygon 
graphics around like nobody's 
business!). 

What I love about this one is 
the way you interact with other 
spacecraft, They're not mere 
targets for your lasers as they 
exhibit some pretty intelligent 
attack/evade tendencies and 
fight back with a real vengeance, 
even engaging in chit-chat prior 
to blowing you away! 

It's easy to be sceptical about 
how strong the game is on the 
RPG front when you consider it's 
all on one disk but we've been 
playing it for some time now and 
the plot just keeps thickening 
(and we haven't got round to 
explore half of the solar systems 
yet!). A move away from the; 
Ultima range which has paid off I 
in fine style, 
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I thought Elite could nev&r be beaten as the greatest ever space 
game, but after playing Space Pogjjefor hours, on end I've changed 
my mind I There's just so much interaction with other ships and 
characters, this is a complete space adventure rather than just a 
trading game. 1 was amazed by the game's sheer depth with the 
fascinating sub -plots adding extra realism to the brilliant deep- space 
atmosphere. 

H'b a bit of a pain practically reloading the game when you die. but 
this adds to the realism so that you only go into combat when you're 
well prepared. The toughness of combat also helps extend the chal- 
lenge of the game overall. According to Origin rt is possible to com- 
plete the game in a solid day's play - if you know exactly what to do. 
But it r s the knowing what to do which takes ages, as does mastering 
the combat, and 1 foresee many weeks challenge here. And while it 
may lack the 'infinite 1 open space of Bite, this game is absolutely 
crammed with missions and adventures. All the plots and sub-plots 
come together to make you feel like you're in a SF movie to beat Star 
Wars, All in all, a wonderful mix of arcade action and RPG adventure. 


This is a completely unbelievable product, but I promise you It’s not 
an early April Fool, Firstly, there’s the graphics - solid 3-D, full colour, 
and fast. There are even options for cinematic and chase views, 
whiGh has the 'camera 1 zooming up to and away from your 
spaceship. Secondly, there’s the gameplay. On top of the EWa-styie 
trading and space battles there’s a complete RPG adventure. Small 
sub -plots such as being offered a job to deliver a microchip to some- 
one, or saying ‘Rikbaf to an alien tor a behaviour experiment, help 
create an incredible atmosphere. Then there are the big plots, like 
proving yourself to the Duchess Avenstar or the pirate Gut, 

Thirdly, there's the combat. This is excellent with the ships able to 
execute all sorts of tactics to keep you baffled. More than that though, 
there are battles where you ambush a tanker, get in a few shots, and 
it calls for help: an imperial cruiser promptly drops in to vapourize any 
under-equipped, would-be pirates. On another occasion I found an 
alien attacking a pirate, then turning on me as the pirate was 
destroyed. The detail on ships, their speed and how close they can 
come - ie filling the screen - is incredible. The wormhole effect is also 
pretty good, and tough too to compensate for the easy docking 
procedures. 

And finally there’s the attention to detail, like the way planets on the 
map screen actually move around the suns - with thei r tiny continents 
rotating all the time, The actual dimensions of the game may not be 
that big, although other star systems may apparently be discovered. 
But in every other way this totally outclasses Elite, and is the best 
space game for any machine! 


both yourself and your ship If * 
you choose to talk, the charac-^ 
ter will probably introduce him- 
self: you’ll then be given the 
choice of a couple of rep lie*- 01 * 
alternatively you might Jjke to 
directly input. A * 

This RPG elemenmf th^ game 
includes a Duchess Avan star 
who desires a chgmpiomp fight 
against th^Bjaek Handxult - to 
prove yoyrwiiMh to he^ou 
must get a high combat rating. 
Th en there "s the pi rate M fC ut; if 
you ambush a few merchant 
ships he might be willing to take 
you on. On a slightly lesser scale 
there’s government officials to 
bribe and a lovesick droid to 
reunite with its partner (who 
may have been turned into a dis- 
hwasher!)- * 


Whichever career you 
choose, it’s essential you know 
your ship - a Manden works Sun-' 
racer currently equipped with 
one feeble Garnet laser, a single 
forwa rd shield, minimal arm o ur, 
a cramped cargo hold, and no 
ECfct Ail these, plus the 
Radionix engine can be 
-upgraded. But to get anywhere 
you need to go into navigation 
mode (which takes a short while 
to load into the main com- 
puters). A space map is shown 
with your ship at the centre. Use * 
keys or joystick to scroll the map 
around, QUERY gives data on 
the cursor position, HELM locks 
the auto-pilot on. The ship will 
then move toward the selected 
position. Unless, of course, it 
runs ifitt^ enemy ships . . . 

Selecting COCKPIT gives you 
an electronic, solid 3-D view out 
of the front of the ship. Or if you 
prefer you can have a cinematic 
view; dv^ewJrom just behind 
your spaceship. There’s a 
choice of armaments, from 
beam weapons to thcee missile 
types (if carried), and a gauge 
showing how much armosite^ 
you’ve got left. During corrnH 
the critical instrument is TAC 
(Target Acquisition Computer). 
When turned on, arrows appear 
indicating where the enemy is, 
his capabilities, damage, range, 
and even a moving picture of the 
ship. Also, it'll give you a one 
word description of enemy tac- 
tics. There are ten of these, from 
Close’ I quick fly-bys fgr close 
shots) and 'Follow 1 (the enemy 
mimics your movements) to the 
obvious 'Ram'! 

Battles can occur in asteroid 
storms, cargo-spoiling ion 
storms,. corrosive nebulae 
which slow you down, and exp- 
losive anti-matter shard fields. 
But at least you can hide behin d 
asteroids. If that doesn’t work 

1 faster. 

Should you make it to a space 
station you can dock with it. 
Your perspective then changes 
to an overhead view with the 
station scrolling as you move* 
around. Pressing tiretjives you 
the option to talk, inspect a 
objects, and rev lew the status of 


T The navigation Chart shows yovr staip flying away frornstarbase 
Hiathra.(the gr.een sqliej^), * . 


STATUS 

QUERY 

SCflH 

COCKPIT 


An Amiga version Is due out m early 
1990. 


PRESENTATION 97% 

Superbly animated loading screon. 
cartoon style intro sequence, inap ol 
F a*. Arm Star Cluster, 56-page 
novella, stiff paper cut-out spaceship 
models, ship guide, esscniial save 
function ar-d C6-J keys guide 

GRAPHICS 95% 

The vector graphics are vary quick, 
bui atso solid, beautifully coloured 
and superbly detailed. The adventure 
graphics aren't had either 

SOUND 58% 

An etfeclivc array q( ship engine 
nofses. laser blasts, and suchlike 

HOOKABIUTY 97% 

No sooner than you arrive on Hrathra 
Storbase than you’re drawn into one 
ur the superb sub-piols And the 
space battles are superb' 

LASTABfUTY 95% 

There ai on' r that many space si a - 
lions, bui proving yoursethn combat 
is tough and the plots are excellent 


The ultimate space opera on your 
C64 with you in the starring role! 


■ t'BRUARV l^u 





Psyclapse, C64 £9.99 eass, £14.99 disk 


R emember Crossfire, the 
boapdgame where two 
players fire bell bearings 
at a puck? Well BaUlsHx is based 
on the same concept, except 
that instead of fixed guns you 
get moveable arrows to fire the 
balls. 

In two-player mode each 
player attempts to push the 


puck through the opponent's 
goals. Various icons appear on 
the pitch and can be collected 
for extra points and special fea- 

▼ The two arrows Are balls 
at the puck. 


How dare the pack- 
aging call soccer 
silly?? I meanBaffis- 
tk Is hardly an Intel- 
lectual game, just 
firing little balls at a puck - 
there's not even any fouling! The 
one-player mode is a bit dull with 
similar bas-relief graphics and 
just gravity as an opponent. 
Two-player games are much 
more fun and the numerous 
Options add extra interest to a 
simple concept. 


you 


Blasting lots of balls at a puck to score goals is a limited 
idea. But all the various icons, and weird layouts on 
some levels, add quite a bit In playability. In two-player 
mode it's good tun, causing lots of blisters on your firing 
finger to prove it But if s a shame one-player mode has 
fight mg gravity rather than a computer player. 


tores (such as temporarily jam- 
ming your opponent's gun!). 

Solo play is against gravity 
with you trying to get the ball 
into the upper goals. Thera are 
64 progressively more difficult 
levels c o nta ining va rious obsta - 
cles such as bumpers, tubes, 
and holes which ‘tetaport 1 the 
ball to another hole. 

Game options include number 
of balls per side, gravity and 
arrow power, and starting level 
(allowing access to later levels). 


PRESENTATION 78% 

i 'US ul useful options, great folding 
screen, but inadequate Instructions. 

GRAPHICS 79% 

Altractrvcr, sharp, and yerytasl mov • 
ing. 

SOUND 70% 

Varied split FX rjn j ri,f> mie im-i;- 

HOOKABILtTY 76% 

Immediately playable, ^though Iho 
bonus/perralty icons can be confus- 
ing. 

LASTABIUTY 68% 

A moe variety ul i eve's, although 
gam.eplaycoutd prove ultimately rep ■ 
efitive In gne- player mode- 


72 % 


An cntt-r lain ing two-prayer game 



Maremcmia 

Hewson, C64 £9.99 cassette, E14.99 disk 


urprislngly enough 
Mazemaniais , . , well you 
guessed it. And the star of 
this maze game is Fiippo, a 
deadrlnger for the beachball 
with feet which 'menaced' the 
crew of 'Dark Star*. Trapped in a 
rather large maze he wanders 

Tlf s a -maze- in'. Well, not realty] 


about, flipping over the floor 
slabs to make them all a single 
colour. Some of the slabs flip 
over to clashing colours, walk- 
ing over them again, or from a 
different direction should ena- 
ble you to turn these the right 
colour too. 




1 O 


Of course, there's plenty of 
people who like the old colour 
scheme and they chase Fiippo, 
trying to rob him of energy end 
lives. Fiippo can jump over 


Hewson are one of 
the most imagina- 
tive software 
houses, develop- 
ing original games 
like Nabulus rather than relying 
on licences. But that said, this is 
an awfully dull game. There really 
isn't that much more to it than 
wandering around poorly drawn 
mazes, flipping over slabs. At a 
budget price, or given away with 
a Spectrum, It might have 
pleased the purchaser for an 
hour or two. 




I just don't under- 
stand why Hewson 
have released this 
prehistoric Painter 
game. The 

graphics are tacky, the gamep- 
lay repetitive. On budget it might 
have been acceptable but I can’t 
see many people paying ten quid 
for such a simple, unoriginal 
game. 


them, and gaps in the floor, and 
collect floating icons for extra 
lives and the ability to kill the 
baddies. 


H you solve one maze, there's 
fifteen more, of varying themes 
and graphics. 



An Amiga version fa planned I 





^ZAPI FtHRUAHY 1 UMlt 









T he Amiga version of this 
urban planning simulation 
deservedly received a 
Gold Medal, last issue. Now the 
64 game's here (unfortunately 
only on disk) with quite a few 
omissions. 

As jn the 1 6- bit ga me, the gen- 
eral idea is to make a city grow 
by allocating residential, com- 
mercial, or industrial zones for 
the SimCitizens to build in. 
Power must be supplied along 
with roads to link the various 


zones - there is no rail option in 
this version. Within a tight 
budget (here the tax rate rate is 
fixed} you must attempt to keep 
the peopie happy (although 
there is no evaluation screen, 
the only indicators being the 
m ap and g raph ) wh ile expanding 
the city. 

As well as building a city from 
scratch you can attempt one of 
the eight scenarios - this typi- 
cally involves rebuilding a city 
after a natural disaster. 



This comes as something of a disappointment after | he 
c las sie Am ig a game . Th a lar ge n gm ber of o m is s?on s h as 
reduced play to just zoning and building roads - the lack 
of budget and evaluation screens is a major flaw. Still, 
the basic concept is kept intact, retaining a fair bit of the 
Amiga version's immense addictiveness. Siim Cj'fy's a highly original 
game that’s definitely worth a look. 



Mainly monoc- 
hromatic graphics 
■ make C64 SrmCrfy 
look initially unat- 
tractive, but when 
large cites are buill up they do 
took quite realistic fie drab}. The 
lack of some of the Amiga 
game's most fundamental fea- 
tures, however, is a problem, it's 
difficult to get totally absorbed in 
the game when you have no con- 
trol of finances and little idea of 
your popularity. Still, what is here 
remains very playable, providing 
an intriguing and lengthy chal- 
lenge to C&4 owners 


PRESENTATION 82% 

. :i£\ -iii -nit! icons, plus ;i Tsktucet 

but sill gotwi of options 

GRAPHICS 60% 

DetaHeq put itfekr'-g colour 

SOUND 18% 


HOOKABILITV 72% 

’ f icky to pel into bt. t quilt cor^pi.: 





Gremlin, C64 £9.99 cassette, £14.99 disk 


I f football is *a funny old 
game 1 then the Footballer Of 
The Veer is presumably the 
best comedian around. How- 
ever, to achieve this honour you 
must score goals instead of tel- 
ling Jokes. 


you the possibility of scoring. 
The manoeuvres for each 
attempt are shown on a 
blackboard - you must try and 
emulate your part in the follow- 
ing arcade sequence. 

Extra goal cards can be 
bought with hard cash, earned 
by scoring goals or from cor- 
rectly answering footy trivia 


Starting the season with the 
team of your choice you get to 
play in League and various Cup / 
matches and. if you ‘re good 
enough, internationals. Before 
each match you can select tip to 
three goal cards which allow 



T Going for goal In the match arcade sequence. 



I'm surprised af the 
total lack of depth 
in F0TY2: there are 
very few tactical 
decisions to make. 
What /s here is mildly enjoyable: 
fallowing the ups and downs of a 
footballing career is absorbing. 
But the game's shallow nature 
shortens the appeal. 



1 enjoyed the origi- 
nal [which solo 
extremely well),, 
and the sequel has 
many improve- 
ments - es pea b 1 1 y the attract i ve 
user-friendly menus. Emulating 
the blackboard manoeuvres and 
answering trivia questions is fun, 
making for n worthy sequel. 


questions. If you’re playing 
much better than the rest of your 
team you ca n buy a tram sfer c ard 
so another team can scout you 
(and perhaps buy you}. 

And that's about it. Before we 
go, just one late re su It: Liverpool 
have thrashed Spurs 4-0 with 
super striker Alexei Sayle scor- 
ing all the goals! 



Th* Artiiqg version should be out any 
day now, priced CT9.99. 



PRESENTATION 87% 

Slick status screens and good 

GRAPHICS 80% 

Good arcade sequence. 

SOUND 54% 

Good kicking and crowd effects. 

HOOK ABILITY 77% 

Following your career is ion tor a 
while , , , 

LAST ABILITY 65% 

but eventually gets repetitive. 


71% 


A good |if belated] sequel. 
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Tynesoft, 

C64 Cassette 
£9.99, 

Disk £14.99 

he pride of the Detroit 
Police Dept, Axel Foley, 
heeds West for the game 
of the hit Eddie Murphy film. 

On the trail of a tough under- 
world gang Axel swerves 
through isometric streets, using 
the on ■ board directi on indicator 
to locate and shoot one of the 
ga ng’s care. 

From here it’s off to a 
warehouse for a scrap with 




This is certainly an 
ambitious package 
but the program- 
ming behind it isn't 
too new in execu- 
tion or ideas. Sound \s passable, 
as are the majonty of graphics 
but there's nothing outstand 
ingly good or bad. Despite tf 
genera] lack of innovation, 
Bdverfy Htils Cop provides a Jot 
of variety within the one pack- 
age. 


some henchmen, horizontal 
beat- em up style, A bruised 
Axel then chases the baddies’ 


three vans in his car via a verti- 
cally-scrolling section. Watch 
out for the crates they drop! 

After destroying two vans 
Axel follows the third to the gang 
leader's mansion where he must 
shoot armed thugs to gain entry. 
This is a Rambo- style, mu bi- 
directionally scrolling shoot- 
'em-up. Once inside the man- 
sion the games switches to a 
first-person perspective, 3-D 




u. " V ' 



.... : • • • 




None of the five levels is particularly brilliant but in both 
graphics and gameplay they're ail totally different from 
each other and fairly playable as a package. I particularly 
Niked the way you can practise each section, although 
admittedly this does detract from the overall challenge. 
Quite good value for money 


view with your g unsight on 
screen. Shoot Mr Big and rescue 
the hostages. 



A promising £24.99 Amiga version 
should be out soon. 



PRESENTATION 64% 

Five rather tong mults-toads Good 
prachce optton. 

GRAPHICS 75% 

A mixed bag graphically, but levels 
are nicety vaned. 

SOUND 53% 

Adequate ^andilion of AxefF, but 
unconvincing FX 

HOOK ABILITY 68% 

U's very good 1o be able play eacn 
level . „ . 

LASTABILITY 65% 

, bul ibis destroys some of the 
surprise c-f the later levels. 


OVERALL 

68 % 


A nicety structured pnek ago of five 
playable but somewhat dated sub- 
games. 







P«5WjpO 

Firebird, C64 £9.99 cassette, £14.99 disk 


coins, and magical items are 
hidden in the back wall of each 
room - you must climb around 
the wall to search it. 


T 


wo ancient Japanese 
clans are feuding. The 
Taira clan have taken con - 
trol of a massive fortress. A 
mass attack has already failed 
so the opposing Genji clan have 
volu nteered you to snea k in and 


regain control of the fort all by 
yourself! 

The isometric 3-D fort is 
divided into nine levels, each 
populated by enemy soldiers. 
You can either avoid, bribe, or 
fight them. Weapons, keys, 


This intriguing 
arcade adventure 
contains a strange 
mixture of beat- 
'•em-up and RPG 
elements. The magic belt and 
Save Game features avoid the 
frustration of death, but eventu- 
ally I got completely stuck any- 
way. Still, the 3-D graphics are 
worth persevering lor: nicely 
detai led and surprisingly varied. 


The big scenario 
promises a lot for 
this game, but ini- 
tially 1 found myself 
literally climbing 
the walls in frustration, Discover- 
ing some objects helped open 
up the game, and there's some 
neat touches like how the ghosts 
come out at night. The game's 
still a bit repetitive, but if you like 
the mnja theme and fancy a big 
challenge, this is well worth a 
look. 

b — m 


Strangely, the only way to die 
is of old ago^tf yog are in mortal 
danger your magic belt will 
transport you safely back to 
base. 



No plans for an Amiga version. 


update 


PRESENTATION 70% 

No multi-load. Lengthy scenario but 
almosl useless instructions . 

GRAPHICS 75% 

The graphics aren't exceptional, but 
[here’s an uncr edible number o( 
rooms a nd some nice del ail on soma 
of the buddies. 

SOUND 70% 

Tnlevable on-entai tune and good FX. 

HOOKABILITY 70% 

initially confusing, bul at least you 
can die quickly. 

LASTABILITY 76% 

Wrtih the save facility and lack of 
instant death, really tong games Can 
e had if yoti're willing to persevere. 


OVERALL 

74 % 


An intriguing mixture of game 
types. 
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THE MOST EXCITING 
FILM OF THE YEAR 
NOW FOR YOUR HOME MICRO 




Also available for AMIGA £24.95 and ATARI ST £19.95 


SPECTRUM 


COMMODORE 


AMSTRAD 


Ocean Software Limited ■ 6 Central Street - Manchester ■ M2 5NS ■ Telephone 061 832 6633 ■ Teiex 669977 OCEANS G 
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Ocean, C64 Cassette £9.99, Disk £14.99; Amiga £24.99 


R ay Broady and T ony Gib- 
son are members of New 
York’s Chase HQ; law 
enforcement officers roaming 
the freeways in search of har- 
dened criminals. You know, the 
type of criminals wh o don’t thl nk 
twice about kidnapping, mur- 
der, armed robbery, reading CU* 
and other anti-social activities. 

As Ray and Tony start their 
beat, Nancy’s voice comes over 
the airwaves. There's a criminal 
escaping down the freeway who 
must be caught at all costs. With 
a ’Let’s go Mr Driver’ the cops’ 
Porsche accelerates down the 
city streets in hot pursuit 


The car has 60 seconds to get 
within sight of the criminals 
vehicle whereupon the timer 
resets to give another 60 sec- 
onds for the cops to catch and 
arrest the villain. Taking the 
wrong turn at forks In the road 
only wastes vital seconds and if 
time runs out. It’s off the force 
for these two slow-coaches. 

To help avoid failure the 
Porsche is fitted with 3 Nitro 
boosters to accelerate the car to 
ever faster speeds. Useful for 
catching up with the villain when 
time is running low but sadly the 
affect is only temporary, 

The actual a nest procedure is 
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For what was potentially the best of the Xmas driving 
licences (geddit?!) Chase ftGtums out to be rather dis- 
appointing. 

The C64 version features the Spectrum's monoc- 
hromatic roads, but lacks the speed, helicopter and 
many of the roadblocks in that version, Sound effects are poor fthe 
skidding sound resembles an anti-theft device going off’) and there's 
no speech or samples. The original, bash-em-up gamepl ay remains 
very playable, but rt's too easy, and too poorly presented, to be 
satisfying. 

The Amiga version is marginally more impressive with some good 
sampled speech and detailed, although blandly coloured graphics. 
However, a$ on the 64 the pace is too slow to recreate the coioop’s 
awesome thrill: factor'. Lacking this the gameplay comes to seem a 
little repetitive, and while initially quite enjoyable, over the longer term 
it's unlikely to justify its £25 price tag. 


AU % JHJi- 


A A subtle hint indicates where the criminals may be lurking (Amiga) 

a little ’unorthodox 1 to say the 
least: the Chase cops' Idea of 
bringing a perp to a halt is to turn 
his car into a wreck by ramming 
it repeatedly! (A damage indi- 
cator shows how much more 
car crunching Is left to go). 



With the likes of 
Turbo Out Run an d 
Power Drift setting 
the standards tor 
racing games. 
Ocean's 'strongest' title of the 
year has ironically turned out to 
be their weakest. Qn the 64, use 
of high-res, monochrome road- 
side objects may have provided 
for better graphic definition, but 
speed and colou r has been sac- 
rificed, More importantly, the 
game is much too easy to beat. 
It remains moderately playable, 
but there are other far more 
worthy racing games around at 
the moment. 

The Amiga version is more 
enjoyable to play. However, I 
wasn't totally convinced by the 
game 1 s illusion of speed and was 
disappointed by the lack of col- 
our. Compared with the Bat- 
mobile section of Batman: The 
Mo We Amiga Chase just doesn't 
come close. 


T You've caught up with a croak, but can you bear to dant your Porschs by ramming him off the road? (C64;> 


PRESENTATION 67% 

Rolling demo on title screen, but no 
sound FK/musiC option. Extremely 
ap'd mull i land 

GRAPHICS 52% 

Good sprites but otherwise n's 
’Spectrum graphics' time 

SOUND 32% 

Dismal Spot effects and irritating 
engine drone. 

HOOKABILITY 59% 

The corn-op name Hras you in bus Ihe 
drab Spectrum appearance is a 
definite turn-Dtf 

LAST ABILITY 38% 

Fives payable levels but it's far too 
easy to progress. 
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PRESENTATION 59% 

Rolling derbb, music/FX toggle, good 
radio briefing screen 

GRAPHICS 71% 

A nice ST game has been ported 
across but the sprites are mediocre. 

SOUND 70% 

Good aural accompaniment 
Extremely clear speech by Nancy bui 
the in- game samples are sometimes 
a Irttle muffled. 

HOOKABILITY 72% 

Dead easy and straight forward to get 
into, the urge Jo bash in Jhal first car 
is extremely high. 

INSTABILITY 62% 

By ihe third level She gameplay is. too 
lough and [he iack of graphic variety 
disappointing. 


OVERALL 

67 % 
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A playable. enjoyable racer which 
lacks any spark!* to Md the atten- 
tion. 







Look out, Beverly Hills 
Here comes Axe! Foley ! 

The hero of "Beverly Hills Cop" and "Beverly Hills Cop If' 1 is back in Beverly 
Hills - arid this lime he's working on a case that's a real stumper! He's going 
to stop the crime of the year, unless an army of trigger-happy gunmen slop 
him first ! 


Tynesoft Computer Software Lid Addison Industrial Estate, Blaydon. Tyne & Wear NE21 4TE. U.K. Tel: (031) 414 4611 



You'll roar down crowded city streets, race against lime to stop a daring rob 
bery. stalk armed killers, hunt lor clues to a bizarre crime, and fight tor your 
life again and again in this high-speed action adventure starring the fast talk- 
ing, quidk-shoofing detective. 


AVAILABLE OH: 

ST £24.99 AMIGA £24,99 PC £24,99 CBM64 CASS £9.99 
CBM64 DISK £14.99 AMSTRAD CASS £9.99 AMSTRAD DISK £14,99 
SPECTRUM CASS £8.99 SPECTRUM DISK £14.99 



which greatly improves Ns 
resistance to damage, 

(f you hit a terrorist his trous- 
ers begin to flash (honesty 
showing his rapidly diminishing 
energy, Knock him down and he 
detonates a suicide device, 
neatly removing his body from 
the scene. The first terrorists are 
thankfully unarmed, but later 
ones are weighed down with 
plenty ol hardware. So getting 
an Uzi machine pistol or AK-47, 
plus ammo, is very important. 
Fortunately, each time you enter 
a location the hidden objects 
briefly flash. 

As items are collected they 
appear on a roll of film at the bpt- 
tom of the screen. This is impor- 
tant for recording vital evidence. 
Periodically,, policemen will 
appear and arrest the merce- 
nary - i f h e d oesn ha ve e nough 
evidence to prove his good 
intentions he's thrown in jail! 

Once the mercenary has all 
the evide nee he thinks he needs 
from the docklands, he can 
T Not tar to go now, clambering aboard the airliner to free the 
professor's daughter. 


A A scene from the brilliant -^deo intro, showing ,i terrorist 
kidnapper entering I he girl's bedroom. 

System 3, C64 £9,09 cassette, £14.99 disk 

•Two games in one: Stan Schombrj's superlative 64 Sizzled 

B uilding your very own 
nuclear bomb on the 
kitchen table has long 
been a subject of popular appeal 
among engineering students. 

While other university goers 
spend their time getting drunk, 
they work to get on the cover of 
a technical mag with the com- 
pleted bomb. One such elderly 
loon has come tg the attention 
of a terrorist gang which has 
kidnapped both him and his 
shapely daughter. Their kidnap- 
ping is video recorded by a sur- 
veillance system and shown to 
our publicity conscious hero. A 
few weeks have passed and the 
bomb has been built. Impossible 
demands have been made and 
an one hour deadline set before 
the bomb is detonated . „ * 

His first clue is a tip-off that 
the te rr o ri sts h a ve a con necti o n 
with a deserted docklands 
warehouse complex, As it turns 
out. the place is crawling with 
terrorists, and the mercenary 
hero has just his fists and a knife 


ttOOOOOC 
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Tina warehouse an level one, with the car keys and a necklace already collected. 







Work hps only just started on iS-b.l 
versions. 


PRESENTATION 91% 

Superb video intro and mler-levei 
soeens. butmuiri- load a bit ot a pain 

GRAPHICS 94% 

F ineiy detailed isometric graphics, 
gr^.al windows, and a very impr essive 
road eltect Beautiful F40I 

SOUND 89% 

Excellent, hjgftly atmosphetH’ mlro 
tune and good sound PX 

HOOKABILITY 91% 

Combai »& hard, but that only makes 
It that nnK;h mare urgent to get Iho 
AK-471 AeJd*c1*an is further me reo^ed 
by the urge io find the F4Q. 

LASTABILITY 94% 

dixSl one Ids tor four ten-screen roca- 
tidns and tour driving sections makes 
a very tougti, ibul highly rewarding 
chaliundtr 


A superb combination of two per- 
fectly integrated game types. 


HtHUAKY i 


the superslciek graphics of the F4Q, romodelted smee last month's 
preview feature. 




the fastest route to the next 
location must be followed, but 
there's plenty of turnings to get 
lost down. If a map has been col- 
lected, arrows appear on screen 
to show the way. For super 
speed there T s a nitrous oxide 
button, but if overused it T |l burn 
out. To make things harder there 
are enemy cars and helicopter 
gun ships to contend with. 

The next location is a disused 
army barracks, complete with 


mothballed tanks. The terrorists 
a FI seem to have guns here, and 
ore man in a dug-out can only be 
taken out with a grenade. Com- 
plete this level and it’s back to 
the car for a race against time to 
the airport where the daughter 
is being held aboard a booby- 
trapped airliner. 

After another car section is 
city park. The professor is hid- 
den here, guarded by plenty of 
terrorists. 


Mendetta as a package is typical 
of the System 3 ali-out approach 
to producing games on the 64 - 
high standards all the way 
through with Dokk and Tony 
Hager coming up with some 
highly authentic graphics., The 
attention to detail is outstanding! 
the subtle use of cotours creates 
a very moody, downbeat atmos- 
phere and the video pFayback is 
the best game introduction IVe 
yet seen in a game (wonderful 
Matt Gray music?}, 

And if the Ninja - style action 
wasn’t enough, there's the 
amazing driving sequence with a 
smooth scrolling road and com- 
bat what a brilliant way to link 
the levels together! If you 
thought l he Ntnja games were 
great, Vendetta will blow your 
mind! 


move onto the second location 
via a Ferrari F4C. Obviously he 
needs to find the ignition keys, 
but the car’s also outfitted with 
machine guns and surface-to- 
air missiles. A special key card 
is required to activate this 007- 
type equipment. 

Once out onto the open road 


System 3 have done it again, with a superb updating of the Last Ninja 
gameplay and a good racing combat sub-game as well. The superb 
video perfectly sets the scene for the arcade action to follow, The 
ability to gun down opponents, rather than having to bruise your 
knuckles, makes gameplay a lot more fun. The little windows which 
open to show what object you’ve found are excellent, as are I he 
backgrounds, although the last one is a bit too Ninja- -ish, Ail this 
would be great if that was all there was to the game, but there's more: 
namely fhe superb racing section. Not only is there a top-notch road 
effect — there’s combat as well. Quite simply, an amazing product. 


This one is right up my alley with its superbly grafted modem setting 
and at Fast some real weapons to use {swards and nunchakas can get 
sooo boring after a while). The name of the game is violence and 
Vendetta excells at that. With a knife to hand the hero gives as good 
as he gets, but when he's- got the Kalashnikov or the Uzi things go 
well over the top: it's great! The build-up of graphics is still very much 
a part of the Last Ninja type of game but it’s rapid and the end result 
is well worth the (momentary) wait. If any criticism could be levelled 
at the game Ft coufd be that there's only four levels, but on top of this 
you have a race game that compares extremely well with Turbo Out 
Run and Power Drrft (why wasn't Chase HQ done Itke this??). Stan 
Schembri certainly earned his money with this one! 


OVERALL 

93 % 








Activision, C64 £10.99 cassette, £14.99 disk 


S een the movie yet? We El, 
the plot's about the trium- 
phant return from 
enforced retirement of the 
fabulous ghostbu stars quartet, 
complete with Sigourney 
Weaver whose baby has 
attracted the attention of some 
diabolical forces. 


in the first section of the game 
Ray Stantz is winched down a 
sewer airshaft. Armed with a 
plasma gun and force wall he 
m ust try to reach the bottom of 
the sewer, avoiding ghosts and 
collecting parts of a special 
scoop along the way. 

Level two has the Statue Of 





f Last month 1 s assessment of 1 1 6-bit presentation for an 

^ U 6-bit game 1 turns out to be mistaken. The limited sub* 

gam&s are all quite different with some nice twists, but 
theyVe completely Jacking the gameplay needed for a 
good game. Gftasfbi/sfers ft is based upon some visu- 
ally impressive film scenes which fail to come together as much of a 
game. 


Liberty striding down a ghost- 
infested Broadway. You control 
a fireball which shoots out bul- 
lets. Shot ghosts drop energy 
slime which can be collected by 
your men on the ground* 

The final level Is an Isometric 


I desperately hope 
the film is better 
than this! The 
incredibly bJard- 
looking first level 
offers zero challenge, Level two 
is playable but lacks any depth 
or holding power. As for the third, 
final and very anti -climatic sec- 
tion of the game , . . well, let's 
just say that iff s hideously bad to 
look at and play, A very bad value 
for money package. 



3-D section. You must rescue 
Sigourney's baby and blast the 
evit Vigo The Carpathian. 


PRESENTATION 59% 

Free badge and balloon can't com- 
pensate- ioi yukky intro screens .inti 
pamlul multi-load 

GRAPHICS 56% 

Soma nice detail, but bland colour 

SOUND 54% 

Okay main Itieme WJlhsomemeespol 
FX. 

HOOK ABILITY 50% 

Levels one and 1 wo provide an mil ial ly 
tough, if limited challenge 

LA STABILITY 36% 

Robin's already virtually completed ill 


OVERALL 

39% 


A hotch-potch of sub-games which 
Tail to got into a good gam#. 







striptease. 

Options include a two-player 


Gremlin, C64 £9*99 cassette, £14.99 disk; 
Amiga £19.99 


A beautiful female robot 
leads you into her 
labyrinth of sensations. 
And what do you do when you 
get there? Play a boardgame, of 
course! 

You alternately choose num- 
bered squares <you from the 
Current horizontal line; she, the 
vertical! to score points - red 
squares reduce your score. 
When squares are chosen. 


they flip over to reveal part of a 
picture of the Blue Angel. If you 
win you are rewarded with the 
full picture. On later levels, the 
pictures get more 1 nteresti ng as 
the Blue Angel performs a semi- 


I must admit I don't 
get very excited at 
the prospect of 
seeing a naked 
robot! Still, Robin 
and Slu seemed very interested t 
and even I enjoyed the tactics of 
this simpie-to-tearn strategy 
game, if not the pictures. 


T Flip the squares to reveal an 'intonating 1 picture. (Amiga! 


While the pictures 
going to 
stcrnn with 
fern ini sis, there's 
nothing here to 
offend a Gun reader and the 
robotic element as at least novel. 
But the main thing is the game, 
which is surprisingly good solo, 
or in two player mode, A bit more 
variety might’ve improved value 
for money, though. 


mode, hidden numbers, and 
three skill levels. 


64 


PRESENTATION 65% 

Some good options. 

GRAPHICS 70% 

Some n*cc shading 1 

SOUND 5% 

None apart from Magic Qytes intro. 

HOOK ABILITY 71% 

Lower roi girls! 

LASTABILITY 61 % 

Challenging hut repalilu#. 


OVERALL | 
I 65% 


Noyel gameplay with t.icky pic- 
tures. 



PRESENTATION 68% 


Mice intro sequence Good options. 

GRAPHICS 70% 

Ofcay pictures. 

SOUND 42% 

Minimal FXsnd speech. 

HOOKABILITY 71% 

Same as CW. 

LAST ABILITY 61% 

Eventually repetitive, 


OVERALL 
I 65% 


Enjoyable strategy. 
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TOP 1QC64 GAMES 

Turbo Out Run iUSGold) 

Ghouls IT Ghosts ... , (CapcomAJS Gold) 

Space Rogue (Origin/Mind scape 

Batman: The Movie (Ocean 

Stunt Oar Racer (MicroStyle) 

Myth (System 3) 

Power Drift (Activision) 

Retrograde — — . ... (Thalamus) 

The Untouchables (Ocean) 

Operation Thunderbolt (Ocean) 


1. 

2 . 

3, 

4, 

5. 

6 . 

7. 

a 

9. 

TO, 


TOP 1 0 AMIGA GAMES 

F-29 Retaliates ...... (Ocean) 

Operation Thunderbolt . {Ocean 

Atron 500C {Players 

North and South , (infogrames) 

Batmam The Movie - (Ocean) 

Kick Off (Anrcf 

Blood Money (Psygnosis 

Stnder .... (Capcom/US Gold 

Star glider 2 ......... ...... .. (RaintHr. 

C64 MUSIC 


Ghosts , (TimFolHn) 

. (Maniacs of Noise) 

The Untouchables . * (Matthew Cannon) 

Batman: The Movie (Matthew Cannon) 

^tedel (Martin Walker) 


AMIGA MUSIC 


P?^? Dfagon 2 (T«rtas DaMgwVSteve BarratWWard Apttn) 

LED “term [Tim FolIfn/MJke Foilin 

Ghouls N Ghosts (Tim Follin 

Batman: The Movie (Jonathan Dunn; 

Xenon 2 (David Whittaker) 


COIN-OPS 


S.T.U.N Runner 


(Atari) 


Special Criminal Investigation (talto 

Afterburner (Seqa 

Teenage Mutant Ninja Turtles (Konami! 

U,N, Squadron (Capcom 




f V 


Wk 





RESEARCWrRtlliECT; Binary code addiction as 

a means of controlling the world* 
1ST: Prof NORMAN NUTZ Phd, 

Bsc, KP. 

RESEARCH EQUIPMENT: C64, Amiga A500, 

Cray-2. 

LAB ASSISTANT: The Geek 

s as%td me to do something fit considers quite difficult (no t 
not find a good Bit inStarTrekjV: explain to you what an 
adventure is. 9fah! Vve Bern playing them since l was flaming 
whip-high to a *Balng f if / ran 't tell the diff Between a hoBBit 
and a dwarf noBody can. 3y t wait a mo, mayBe Mr Wynne isn t 
a* sidy 05 He loak$; f mean, there s a (at mote to state-of-the-art 
adventures than those around when I vms a tad, 'Thai modem 
hew can no longer rescue the princess By simply typing ${i ^\g or 
Xdl- 'Dragon , 'Today's gomes are far more sc phis t dated, utilising 
icons, animated graphics and do itSle clkking- Optics might say 
conventional adventures are almost de&irlii it / prefer to 
welcome a : ? uwtq t i^jtew titu.ef^Peit ! -r prtsen ted games . 

'The success of has much to do with this; 

the Bigger machines a/e. tidpnBlc of so much more than merely 
hasting games with grmtftmfs and digitized graphics. 9fpw 
you can have all the puzzles of a trad adventure phis animated 
graphics and sampled sounds, find why strain the player s 
typing fingers when a simple point Wchdfunth the mouse 
performs the same task, 

/ appreciate 0 HB; who are really into J adventures 

may Begrudge jS^0ms But (wk^around you. 'Kfen was the 
last time you It for choice at your local adventure store. 

If you don t- modernise your thinking and come to terms with 
the fiict that text adventures are a dying item you 'llget (eft 


■nMMHH Form 2- 19 

W^00tt0t0 Rorschach 

Scientific Stationary 

w 10 * 1 L. ™ £ f . 

Behind and have to rely on heme grown for your entertainment 
Tdon *t mean to Belittle the efforts of the home grown market 
cause some good games come from this sector, But Big money 
companies are abandoning text-only adventures. Its rumoured 
Magnetic Scrolls ait concentrating on Business software and 
plan to release just on adventure a year, Level inc fuwe quit 
adventures altogether for the animated 'XfQf arcade style of 
game, even Infocom are going more and more towards *%?(}$. 

These charges Began on 8 -Bit with games likfShadowfire, an 
icon-driven adventure which not have Been Brilliant But hinted 
at what the future held for adventurers. Other games that paired 
the way for today's adventures come from the likes cfSierra-On- 
Line (Xing's Qyest series) and Lucas film { Maniac Mpcsionj 
These sound- enhanced, ieon -driven, animated graphic adventures 
have to yet more sophisticated games juc/t as mhewed this tone. 
So what is an adventure? Its up to the. individual really, But 
here are a few pointers to help you ensure you stay an adventurer 
and don t accidently Become an anode addict : the gdge requires 
mapping, you use te^t (or icon equivalent) for cmtrddmg your 
hem mast of the time, you have an inventory to which you can 
add or subtract items, there s a save-game facility, no high -score 
table and you need to sit and think,, about the game w moke 
progress . Stickjoith these criteria and you may hold your head 
*high and Brag to the world that you ' re an adventurer * Due to 
games like ®rakkhen you may have a lot of company! 

DEAD >END 

Interactive Technology, C64 £TBA 





Break out your 
trilby and knee- 
length raincoat 
and make jure 
you read this 
review out loud 
in. the ^oiee of 


. / I iMPLJpnJi V 

Bogart, ffyou 
don’t if’ won't be the same . . , 
so cur] that lip' 

Jnshpired by Raymond 
S handler’* book, ’farewell My 
Lovely' (and de llik of de shame 
name}. Dead End s a 'tec shtory 
dat tries ta emulate de shtyle an* 
atmoshphere evoked by Philip 
Marlowe 'sh cashes. 

After hangin' around m my 
offish all day, just for shome ' 
ponshy broad to delivery cheque 
for sheyup*^endered, E wuzin a 
mootfwsh u itttofeea then 
shiink ii v I wSBSi. * Wu t to 
head htyne to ntfch upon shome 
shutey ewhcri dfs A Iverson guy 
come sirf He g] yys me de ve rba Is 

r '«Bfoj8K- , ‘ 


about shome buddy o’ hiz - 
Miiesh Dunbar - dat wuz found 
face down in da Pacific un'he 
shuspects fou] play. J wuz too 
tired an' angry tolishen. but da 
wad o’ nolesh he sh luffs in mv 
hand ptirshuades me to lake *k‘ 
case. 

You can slop doing Humph 
now . „ . but only if you really 
want to. The only due you're 

f iven to find Miles Dunbar’s 
liters is a photograph handed to 
you by Alverson. Looking at il 
carefully should give you your 
nest move. 

When you get to the Dunbar 
residence rhe Butler invites you 
in (as longas you remember your 
name) to meet Marcia Dunbar, 
Miles’s wife, Sitting down 
(you're given the choice of on the 
sofa or coffee table (?)) you may 
now interrogate Marcia, the first 
thing you notice ( if you don't you 
shouldn't be playing this came ) is 
that Marcia is an alcoholic; 
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I 5ILTKUN inflicts 

= 5 damage points 


5ILTRUN finds 
Mb jack coins 


drinking whisky const an I ly. 
Miles's office is next .door and a 
quick PI peep through his + 
particulars provides more dues. 

Dead End h created using 
Incentive's GAC (Graphic 
Adventure Creator) and is the 
..best utilisation of the program 
Tve come across. Screen layout 
g£ neat, resembling an Infocom 
game , and the parser is extensive 
and friendly, although a little 
slow. 

There are one or two oddities: 
vou can't read the notepad in 
Miles's office, even though it is 
described as such, and ns input 
other than destinations are 
accepted whilst in your car. But 
these are minuscule complaints 
and don’t seriously detract from 
the game. 

Sleuthing adventures are 


difficult to produce due to the 
amount of into ruction required 
between ch tfraetm to create any 
feeling of int£%igatioti and 
investigation. Most smaller 
games fail miserably but Dead 
End makes a very good effort , 
even though it's still quite 
limited: you can never ask 
everything of characters that you 
want to. 

A icxLonly adventure ..Dead 
End comes in three parts and is a 
credit to I nte ract i ve T ech oology 


summon the primordial dragon 
in an effort to gain his pardon for 
the stupid actions of the paladin. 

■To undertake this seemingly 
impossible task you may either 
use the characters provided or 
create your own /you cjm enly f 
-savfe your gamepoflhiomf vouv£ 
made a char at ter disk, so it's $ 
recommended). * ^ 

Tr adi t tonally «y ou m aryth* iosc 
to be male or female and then a 
magician, priestTflighter^or 
scout/. You ’re allowed three 
at tempts to roll t he high e st 
possible numbers to 

character's strengtWS^JHr’ 
i n tellige nee , de sler i :i )ufi, 
‘'Once jjotfYe happy with your 
party it 'j ti me to stop fa ffi n g 
about (jind get on and save y^rr! 

The island you're sent to is; I 
made up of four zones: a marsh, 
desert , plain, and anowscapc. 4 
Each zone features two placed in; 
e aeh of wh ic h r esi des a am k l h « i t 
ruler, either male ur female, 
good or evil, who own the jewels s 
you so desperately need. 

Actual game play features iwofk 
tii ain modes, group and 


would come to an end; the 
dnikkhen (seal?; bmble 
’umanoids) would emerge to 
rule. 

One day a particularly stupid 
paladin (knightly champion) 
found and challenged the last of 
the dragons. After a long and 
difficult struggle, he managed to 
stay it. With its last breath, the 
winged beast screamed rfie 
that heralded the end ofanan. 
From that moment the fate of 
mankind was sealed. Magic no 
longer existed; ttKyday of the 
tfrakkhen dawned. 

* ^Thc'tasr hope for mankind 
(there had to be one) lies with a 
group of four adve nturers sent by 
their emperor to a strange island 
[the only place where magic still 
exists). Them® they must find a 
cure for the plague before the 
human race is no more. You 
control the four as they seek eight 
dragon rulers, attempt to collect 
then jewels, and use them to^ 


my mind went rrypie of n blank 
than usual. Luckily she gave me 
a press release covering most of 
what she’d told me about 
Draft 1c hen. 

If you're into pungeon and 
Dragons, the name Gary Gyeax 
may well be I ami liar ip you as he 
invented ill More refifcntiy he * 
helped ctjtate the scenario for 
Drakkben . . . 

Long, long ago, the world was 
created for a powerful race of 
drago ns . The ba] ance of life 
depended on their wellbeing: 
should the dragons be wiped out, 
chaos wfiuid reign and the 
relatively peaceful life of men 


}^m PhTfe I wasMt the 

p ^ Show 

\^Bn wandered over 

chat wi th one, of lb eir PR peo pi e , 
ChristeHe. Apparently she was 
telling me all about Draft Me*] 
(Infogrames' first major RPG 
release and the first of their 
Drakkhen range) but t can't 
remember anjjjfhmg’she - , 
said . , if you’ve eveT seen 

Christellc you'll appreciate why 


ATMOSPHERE 

7S% 

POZZLE factor 

77% 

INTERACTION 

81% 

INSTABILITY ' 

73% 

OVERALL 

79% 
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WARS 


interplay, C64 (disk only) £16.99 


\ fA !■ avirtg read my 
.-/ MB in 

1 

.HI 

\^p yum may be 

] W / \^B wondering why 

\f / I'm re vie wi ng an 

y \_J RPG game in 
this section. The real reason 
(before it gels edited out) is 
nobody else on the ZZAP! team 
has the brain power lo cope with 
games that require thought. 
Anyway, modern RPGs and 
adventures are such dose bed 
partners it's getting harder to 
distinguish between them. 

Having read Ed's intriguing 
interview with Interplay 
President, Brian Fargo {ish 56 ) 
and having not enjoyed the 
Bard's Tale trilogy, it was with 
mi iced emotions that J loaded 
Dragon Wars. The front cover of 
the oddly sized box that houses 
the game is adorned with a Boris 
Vallejo painting - I could have 
said h an amazingly brilliant 
painting' but if you’re familiar 
with Boris’s work you'll know the 
adjectives are redundant - does 
the program do the packaging 


credit? 

Jt seems an age since you 
embarked on your voyage of 
discovery. You and your crew 
were intent on finding the 
legendary land of Dihnun, When 
the excited cry front the crow’s 
nest e ch oed aero ss t he va st n e ss of 
the open sea your heart raced 
with anticipation. Could this be 
the fabled land of magic and 
dragons? 

Steering a course through an 
ever- narrowing fjord, your ship 
sailed towards an unknown city. 
As ihc gangplank lowered, you 
paused to thank the powers that 
be for guiding you to your goal. 
But (an' it’s a big hut j as soon as 
the ship berthed, city guards 
rushed on hoard and arrested 
everyone. They selected one in 
ten of vour men for sacrifice to 
the dragons and stripped all 
others of their possessions to 
leave them desolate in the dirt- 
fill e d st reets of t he ir apt ly-n a m e d 
city. Purgatory, 

It is at this point, dear reader, 
that your adventure begins. 
Armed with absolutely nothing, 
your (and what's left of your 
party's) aim is to survive and. 


limit. Also inside are 
hunchbacked slave-humanoids. 
You may attack them if vou wish 
- however, not only wifi you 
regret this move (they're well 
ard) but by not greeting them in 
a friendly manner you could miss 
out on some vital information. 

Outside are creatures only 
seen in your darkest nightmares. 
More often than see ms Fa i r at fi rst 
your peaceful walkabouts are 
interrupted by going into 
character mode- warning you of 
an impending confrontation. 
Then a dark spot on the ground 
grows and grows to become the 
shadow of some dreaded 
creature. Suddenly, hurtling 
down from the skies a huge 
screen-sized dragon appears to 
turn your party into a pile of sorry 
cinders, And this guy’s only one 
of many massive monsters just 
waiting to end vour quest. ITs a 
good job you saved your position 
just before the attack (?). 

The outdoor attacks seem 
random, although they occur less 
frequently when your party stays 
on roads and doesn't travel at 
night. Control of your party 
(both individually and as a 
group) is easy, made so by the 
neat screen layout . Split into four 
main sections, the central 
w i n do w d isp lays ei t her v t >u r fi rst- 
person view or party members 
and their immediate 
surroundings. Other panels show 
messages, individual party 
members - and their health, 
current spell/weapon selected - 
and an action-icon window, A 
combination of keys, mouse, and 
joystick may be used to save the 


world, 

Although combat plays a large 
part in Drakkhen, It is no 
ordinary hack V slay RPG; 
thought has to go into which of 
your party should be armed with 
what, which spell should be used, 
and who should be fought and 
who talked to. The island is fairly 
large and a map is a necessity 
(although it's easy to lose 
direction). Good eyesight is also 
required as some objects are very 
well hidden. 

Drakkhen is really tough: just 
when you think you're getting 
somewhere down comes some 
big, scaly swine to show you 
who's boss. Bui it has a strange 
addiction, no matter how many 
times you die you just have to 
keep goin^ back for more. 
Perhaps it's the incredibly 
atmospheric sounds or the 
amazing creatures you get 
pulverised by. Or maybe it's the 
wonderfully smooth (and fast) 
way you explore the island in 
group mode, Whatever it is, I 
found \ couldn't stop plavinai all 


ATMOSPHERE 
PUZZLE FACTOR 
INTERACTION 
LASTABILITY 
OVERALL 





FUTURE 
WARS: TIME 
TRAVELLERS 

DeJphine Software/Pa lace , Amiga £24.99 


Ihen I first heard 
'of this game I 
thought to 
myself, ‘What’s 
the point of 
fighting with 
flowers? A 
bunch of fives 
yes, but a bunch 
l know people say 
things with them, but not 
necessarily in a violent way. 
Anyhow, once I’d shoved a 
cotton bud down my lughole and 
listened once again to Palace's 
Pete Stone {was 1 stone deaf?), I 
realised this; new Cinemalique 
creation was not 1 in fact, called 
Fuchsia Wars. Silly me. 
Monsieur Paul Cuisset has 
been quietly working on this 
4 new type of computer game’ for 


the past three years, a type that 
incorporates ad venture -style 
within an animated game, A 
Cinematique game, for short. 

Earth is really in the soup. 
She’s under attack from the 
Crughons, a race of time- 
travelling aliens who want to 
conquer earth (goodness knows 
why}, They plan to do this by 
sabotaging her mega SDI-type 
defences before they’re bufit. 
The Crughons travel back in time 
and even as you read this are 
pi an tin g del a yed- act ion bom bs i n 
important little places (we’re 
talking cotton buds again!). 

You’re the reluctant hero 
whose task it is to save the world . 
Your day begins half way up a 
skyscape r as you aim to clean 
those windows like they’ve never 


9 I dd t <l t or 
ard moii mi th 
d sn ties an 
i r races . 

I ad . a tor s Sll' 
•ear . 

I The par t*j - 
ht 

ch I 9 Pi qhf 
ance ahead 


The hope of 


ATMOSPHERE 
PUZZLE FACTOR 
INTERACTION 
LASTABILITY 
OVERALL 


should you get sufficiently cocky, 
possibly kick some bum, A 
demonic type, by the name of 
Nam tar, the Beast From The Pit, 
ls to b lame fo r yo ur pred ica men l , 
so revenge may not be so easy. 

Before play commences you’re 
given the choice of beginning a 
new adventure or continuing 
from a saved position (you’re 
only allowed one saved game) 
an d yo u T re ad vised to m a ke back - 
lip copies of all three double- 
sided disks - do they think we’re 
made of magnetic media? It is at 
this stage that a Utilities option 
appears, through which you may 
make back-up copies or load 
characters from any of the Bard's 
Talc trilogy. You can enter 
Purgatory with four in-built 
adventurers or create your own 
party members. 

Characters have many 
attributes: the more usual 
Strength, Dexterity, and 
Intelligence plus skills in magic, 
town lore, climbing, swimming, 
and so on. The list as very long, 
which either gives the game 
depth or makes it incredibly 
complicated, depending on your 
point of view (he said 
democratically). Once you’re 
happy with your gang it s time to 
go walkabout. As you wander 
around Purgatory, looking for a 
way out, you come across gangs 
of people just waiting to smash 
your face in. Thankfully, there is 
a Run option so if you don’t fee! 
like dying you can usually escape. 

However, running away is a 
hiding to nowhere as being 
successful in combat is the only 


way to gain experience points 
and gold. Combat options arc 
extensive : therefore . if you think 
Eibout what you’re doing, you 
should get through most scrapes 
without too much hassle, But 
don't go mad 'cause there a re 
some mean monsters around just 
waiting to have a party . . your 

party. 

During explorations you may 
come across areas that refer to 
paragraphs in the manual 
accompanying Dragon Wars. 
Reading the indicated passage 
gives you more info on your 
surroundings and may help you 
make the right move to progress. 
If you get lost, there's an 
Automap option which provides 
a bird's-eye view of your 
immediate area,, although it only 
details locations visited. Screen 
layout is neat: split into three 
main areas displaying your front 
view (or enemies, in 
confrontation mode), your party 
members and their overall 
condition, and text messages. All 
graphics are nicely drawn and. 
considering the game’s size, 
animation is smart; J particularly 
liked the Wolf (and its identical 
canines: the Wild Dog, the Wild 


Hound, and the Big Dog). 

In fact Dragon Wars is 
mass i vet Purgatory takes ages to 
explore and there are eight more 
similar-sized cities shown In the 
Holiday Guide To Dilmun, plus 
underground complexes and, 
should you be dumb enough to 
sell yourself as a slave you 7 It also 
discover a mine , . , er.sol’m 
told , As with most games of this 
type, constantly saving your 
position and exploring every 
nook and cranny of the first city 
should stand you in good stead 
for when youtravei further 
afield, Trying to progress too 
quickly could bring you to a 
sticky end. 

A "touch of tedium did raise its 
head when at one point 
con frontal ions occured with 
every other step 1 rook, but the 
Run Away option eased the 
situation quite a bit. 

1 would have liked more time 
to look at Dragon Wars As it 
was, J played it for about sixteen 
hours and was just beginning to 
get somewhere when this issue’s 
schedule interrupted. The fact 
that I wanted to continue my 
adventure in Dilmun puts this 
latest Interplay RPG shampoo 
above the Bard’s Tate trilogy. \ 
like It, I even like it enough to 
give it a much deserved Sizzler! 
And now if you'll excuse me. I 
have six Pike men to sort out. 
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been cleaned ln'inre - 3(|ii of a 
pain hut it's clef ■. t m shiab in this 
vocation, a ghtsraK|Hymc rest 
really, Suddenly tnwf^s appears 
from a window above and has a 
good ol L w hinge at you about 
cl oth i ng in part icu lar ( wh v el se do 
bosses exist?}, 

However, when he eventually 
m ns out of breath and disappears 
hack info the building you notici 
he's left the window open . Yoii 
could go inf And after playing 
around outside on the 
scaffolding, and doing 
everything you cun legally do 
with a bucket, you realise you 
have logo through the window to 
get further into the game. 

Once i ns id e J he n i cc I v- d ra w a , 
full -screen graphics of the 
building shrinks down to display 
interior offices, Hu is location is a 
gc^odone in which to practise 
niaiVf -tiliiiirijr your character and 
i s hjcct s I ofeij' t th i nk HI be giving 
too much EivCkv by telling you 
r tap's a k ey under the carpet, 
hiding h -j&Tfov enough but 
i^cktntrlrTm is hot. Pixel 

ises its ugly head on 
occasion during 
character has tone 
Id spot to 


■ : : ;‘;.xv 


Quick! Lie 
lef't... 


cjon ’% 


■ ■■ 1 




i» 


m 


perform certain operations {such 
as picking up the aforementioned 
key). But accepting this 
idiosyncrasy is nol difficult, 

I must also mention the flag in 
the toilet (well who wouldn't?) 
’cause it can cause problems. Get 
your man to open the toilet door 
and stand back while you lean as 
close to the screen as your eyes 
allow and scan the floor Are you 
seeing tin v red spots before your 
eyes f Did the artist (Eric C’Kahi) 
Sec red for a moment and 
accide n tl y st iek anodd pixe I with 
the white tines of the floor? Has 
ydur little brother stuck Jus 
jammy lingers on the screen 
while you weren’t looking? Nol 
That minute, seemingly ’ 
insignificant, fed dot is" in fact a 
very important map flag. It's also 
a primary lesson for the rest of 
the game; look carefully at every 
!»treen, move vour cursor on l» 
anything that looks interesting, 
odd or different and examine it. 
If you don L do this you’ll miss 
something noteworthy and gel 
nowhere fast. Fortunate I v. 


ha vi ng to do this is'by no mean s a 
chore as each location is very well 
drawn and there’s usually plenty 
going on to entertain you while 
you search the screen" , 

Arcade sequence^ lurk within 
t he ga nte and leap oi to test vour 
mouse -clicking adroitness when 
you least expect it. One in 
particular, that occurs early on in 
the que&i, pushed my butlon- 
p ush i ng , mouse - rn an oe u v ri it g 
prowess to its limit - which 
actually isn’t very far. but then 
we can’t have everything. If 
you’ve got an adept arcade player 
In the family l suggest you tribe 
them to help you get through this 
and other 5] mil ar seq uences or . i f 
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you’re as nafl'at action gaines as 
t am, you may well have to hear 
the embarrassment pf keyboard 
indents in your forehead. 

Even though Future Wars is 
translated iron* the Franks 
there are only one or two minor 
text errors (the odd letter missed 
out for example). However, 
some of the piwles and their 
Solutions are more worrying; a 
pair of automatic doors won’t 
open for you because the 
at e ached v i de oca m e ra h as a d i rty 
lens and it can’t detect your 
presence , so what do you -have lo 
do? ' Use lance with 
videocamera' (of course^ This 
obscure command allows you to 
dean the lens so the doors rn ay 
open. Also the ‘Operate' 
command e no mn passes almost 
everything that “Take 1 or 
ExEimine’ doesn’t. Foresample 
‘Operate tree’ shakes it, V 
‘Operate rubble ’sweeps it u> one 1 
side to reveal . . . something, 
and so on. These niggly hits are 
incredibly minor compared to the 
amount of wonderful stuff in 
Ftr/ure Wars, but if 1 gave the 
game nothing but praise, Pete 
Stone would be even Jnore 
impossible to live’ with (no! that 


wc tine cohabiting you 
updersELiiid . . . it’s just a figure 
of speech, honest). 

Cine mat ir. pic is an excellent 
system, I he proof t\ in Future 
Wars which is a joy to play: 
graphics and sound are brilliant, 
gamepl ay is com pul*i vc { if a mite 
easy -even Mr Wynne got a little 
way into it), and it incorporates a 
good , t| uiek savc/1 ojid fac ilily and 
a useful pause for takmg a well-" 
earned rest during the action bits. 
Us mechanics are similar lo 
Lucashlm and Sierra On-Line 
^ames such as Indiana Jones, 
Zdk Mckfuckcn, ant) &t>Ici Ku&ft 
but on the whole it looks and 
srtumis much more polished. 

Future Wars may be a bil 
linear but the next release is 
claimed to be less fro: personally 
I can’t wait to get my grubbies on 
it. Meanwhile, be prepared to 
h a ve n real I y good t i me d e feat in g 
the.Crughons. 


CONTA 


Pulling your hair out with frustration? Well, ther's no need to go 
baldt New improved Clever Contacts hair restorer is guaranteed to ( 
help you keep your crowning gloiy in excellent shape. Just a. tittle 
letter (SSAE) or phone call to one ofthe nice people below will ensure 
your hair stays smooth, silky, and oh so manageable. Clevfer 
Contacts: hair today, NOT gone tomorrow ... 


Karri fl^d of The Grtrwlhj., 

voadcoCitffe, I'm lalaS-ta Mutifr ito^rat, 

r™n<»i Aj-rthrufi. OtJituId. HCjIv GrM. TH* 

Perth i 10 Ot MiKnh'Ytff 1*6 Unme+i*, Rabirt of 
Sherrod. Fourth Prite oLMugik 

GKrljtQbM PiiiMrt. 67 rued^TAbbeijemira', £«00 
TOLfflC&ilMi.^flno4. 


Btueu-jcrie^, M(jpi-t.ih, Hqliywond H jinn, 

HitrhlWMrt 15 ."iffl?. Wihbri-ige r. iarcer^r 
S*»)ltjiwlt*f H £r>ttiiMitW r Th* Pawn, Vitim* ! yirirtii 
ni.VH.mi IV, Sheriwk Cnfinftn*, The Hulk, 
TuTQrrFrcHln.OS, T he Fourth Pl'WQCDl, TJie HQgtjn 
Billy *.jvpn#jjfc r d5 Cr*kr lull. WailtiaughipiY, 


To-we* cl Oe-ipjir. |>suiIh. Adwe nlL ifl*rtd, iiT-/n i 
B-lpi, Caitlfrgf Teirtjr, 1 ini Tunnel, £„ 'rki. 

John PdLu'ion. B Braudalc Maud, Hd illleitmi, 
ijld iqow Ob'# 

Tel: Ml 7} 1 TW9 


Nev*r End.i'^ Sl«y, Jin, (J-jest fgr rh? Hrjlv fcjHl 
TgrfVy K meS: i!S Wiinwngh? Av^i>ut. 

B^|< hrvood. Ellen. (Mil 2SZ 


ATMOSPHERE 
PUZZLE FACTOR 
INTERACTION 
LASTABILITY 
OVERALL 


04l1y Hi>o. B-tjied pf Eho-fllngp, Sorrowed T 
Oeadlihe, ErneraUhlr. £nt>r anl er. furekj (Gerrun 
Arthurian, RpmanJ, Grpm im, Hirr-tin. Cu de tL? 
Ihe G-Bla-i.y., The Hobbit, s.ejjhi -1 Ooddetiei Of 
P9saiKti Wind Shadow. M-urnc* MOom-MiL 

P'r ai 1 Adventure, ftinfl-1 l.n !. P-jnel i^F Cwii, Knight 
Otc,Fi 1 . ieaslalkfr. SfcipV paw SAfell Brt iikei . 
'Spider man. SUrcrpjs.Metinn^H.TditTimn.Lurkirvq 
Harrur, Tracer Sanriion, V.ifcyne 17. trisry Biq Gpse 
Atfwnture Wnhhiiniie r. W&r nK’iii Fjirakk*. 2 qri i 
ZaA ll.ZorkHI . ? 

Ion Guy, 1H £»rvdqn CKim. WBM(kn.Jiin. Newcjrtle 
irpm Tyhe, NE&JflL 

■SMAlHtD, Ur»ruU. FuilkeMte r . Kenl <Ha. linest Fgr 
The Holy (3rail. ^r.umf fflAjer |, ii JEcWijki iV, 
Zim ijin Him Cfn-hei CrJF.y i. Kqtri'Oih ^Jru. 

Sbett Wist, ifl Chipfts<K Dak PiL GkadtEsi, 

Sheffield, 51 J WfiNS fnflr* HhtSne ul»i. pleotej 

TheHgddi|,WA*IKer Ti Uud ri-miMj. 

HitT3i*£r4fy, HilChl'.iker'i Gui^HRd^HBI 
Carl * urtRfwSH:h^-. 6 fiobirt'i l 1 ft inrli. 

Fri(?iflnte;. Tor* ilhI. MantnFsl l.rb:- . .ImI. 
niundeied HewLs, TTie Powin, 

MUnhbrinaer. lejfher G«rg*«'f< • “i .HXri. iMnd'i 
Bet', Hpjjjrirooe M, jinx 

Irdien.tjDjftdoy.^ li HnrHert RHjjq, EeWFWSA Park. 
Hwichue^h, fam, r-Mit nw 

Heroes Of Korn t mplr* ..;.t iroin. Oracuk Sbebaie 
Delti.S.e ecrrnjri. I- . k. jTT7T. □vil-airr-rivT EMj’f 
■G rsii, Lord al ihr H- Pigt. Fr ,'h sit Vriglv Trie l-awri, 
Twin Kingdom Voiles' 

Aflidg* n 4c«willri Aviflu^.Clih i-n. B: v(qL ByiJPl 1 

Twin Kingd-orr. yj:le>. Tht Hobbrt. MHchFike' l 
rjuido Fklyrn To-iden, TerrOmcji'r.,:., !>■; ,|l>s ” •, 
i rjd*r OejAVu, ShatfowgdU;. Thi Thiee MyVirtMr j, 
Plundered Hum. 

itivin CMjmhiFr. t M^ysfield Dose. Pon, ihetKl 
irulol. 

T P l:g?7|SMT1*ie.fpmJ 

TT^i FSsmiC, Hulk KOyieth. Kabyeilit Nmu Vl+Hcirl 
Wlh|j,m EiejititrtHjn, HJ Inchtolm f«rrot|. South 
Qveentferrr, Well LothUn, imt and, F .-JO 5hlA 

Corhjjjtrvin. 5-aii 1 .mei i n J Dr^:i>wir ( _ Klnrj'i.Quf SI ill 

StliyioA El,'! 1 1 A toil it Flats Eoutb 'jEr^Ai. Ald4iy-iie. 
■A-ZAwdi, Eeimstersharn i.f5 'i RIj u 

Tol.OSJd *liT(JJ(i.iapmf 


The dedflen Satoix Alarm in Raradiue, Habbit. Foyrth 
E^olc^ql (Pi i on5y| 

Amfnw Blackmail. lJj Ashen Ur va Dartlor'l Kent 
DAI UlY. 

Td: rjSU JfcdSJ 5. 30-fi. Jupi'i 

Dun^oqn AAvuntunj , l.ord iyi th* Ringi, Oi-^s' fo ■ i ha 

Hn|^ Gr?d. Ol Tipi? lfi(*Cb>rie 

tsp.oragn ‘-Lidnd. Pli^t of 0151^ 

Dewld Lemon, U NoHen RU«. Ol»hf*f-Ad|ni.«Fe 

KT114REL. 

Td Q3&l7?WS5.il1*r5iamMois-FFl 

Leflthk I Csrddeibei &l PhgbOs. ZwY, HI, iVi rprmplinqi, 
H«v*r Fndi^ig Snorv. HetWiul KdA W-sSidh V 
QrB-'Wiliris. Robin o^SbErWOO <i 
Hnn H^KerseiE, J SiNefS-h**^, FkiSlrtfr. 
Havtefwihwrt. Dy'ed SMI Z5*J 
* 

Qwii Far The L^J. Leg 

l Geek, The £.etremely Ding-y Dungeon, ZltAI 1 ' 

Tawtfs 


SCIENTIFIC 

SUGGESTIONS 

with The 1 


Adve7il-j?el»nd idtisunk Keranaf JLirn, ’■.mpir^ rvf 
Kjrn, Murioe Mar, nr, Mjdcer.CIjsur Adven-fure. all 
eirly rnfscor'i til Irs. J "njdnr. (JuiW ql ^hie^fis, 
^lunikrAdHcam, Drapnia, Hilchhikfr'iCiuido, 
Mlindsh.idaw. f-agnr $jru1i«i W-shbringp' U-.nAy. 
The Pawn 

Oirh Fleming, 235 Muola H.ojfl, PI Chew, AucklaiSE. 

Mrwiealar^ < 

Td: t&?P?4 


Voodoo Mprofli (if Kirn, PiraV' AalwtntUre. 

1 &o Little Incmn^ HgftbiT. Uxr Qiy. Gre F»f Ira, W«lir-d 
df Akyr?. qufU forth* F»0flV G rail, ZWft 2ail Bim, 
(land Adirtnrurt, CasHe Dratola- 
PnsiJ ipniBaiKf Corry.Belleefc, Ce Fernunaoh. N 
nrflUnd, . 

TflF: flTCWS * _ 

ThE Hobbit, E rik (fn; Vikiny, Casllecf T error, Eurefca, 
VCKXlOd C«tle The CflulVl, Heroes ql Kam, EmHii'f pi 
Kam. lork I, Zfirk : l. lot* HI, CxotiiA, Ullma Ml, Ul lima 
Hb, Un>ma V. Th# 6uvu.it. Never End "g Story, TTie 
H'jis. . SaJbeie Drl'*. KeeiiM-n. Valkyrie 17, Sherlpcn, 
The FpLirtfi PiiAsxql, The HelTi. V.'u.iracf Ak^ri, 

p i tseu j »rd AndrqmecA, Lo<d at thn H. ngs, tlciest far 
Thre Holy Grail, hacker, jtarcross, Mponmist. 
Frankenstein-. Winter MVonderlanc In’-agin.itjon. Jack 
The BiCiitr, Leather Goddesses ClH Phobm, r A^i Pawn, 
Ec ■ ■ »fJ Time, Dija Vy , Plinvtf qH, HiEoh Hitert 
ba de lo The Lidaty. Dodgy (i«7eis. 1 T*fsT-rriES In 
i qnc Eorrm, Relyrp To Fd# ' t,rv>wwbd|, Worm bn 
Fa r adise, Etat onfal; 

SlawmKdrv. 4 5guitiVI#w. Whins 1,*ne. 
Slmonstorwi. flyrnlqiy. ian(s B&H7QU 
Tal- iZJ UJ Hlwtwien 5 pm and Ifl p«1) 

Th# Hobbit. 5eab*n; Den a. rienti'le, Zm, Elp^ek. 
RbtKfCny.lmEq.iiirtioH, Derpon kiy^hL. Kot)va»i 
Mry. T^eru'T □eipait.Tii'i-^ Tunnel, CHAiiel qi 
Cb»OS, Ea: ek^, Soroerefvr Clajn.oiflueCrUle, Tii^ 

Oufc-I Fof The Hole GraM, Riget'S Re^er^e, Seo-ki cT 
**5ia*i (pari one}. Fe*iball Hersze Veihor'iLAr t" 
Piul Hardy. 33 F" r Tree dnve. Waits. ShaHidd Ul 
BLZ. 


Hobble Gobbie, Geek 
freaks! There's just a 
few tips this month 
(due to Norm's extra 
reviews), so make the 
most of 'em. Till next 
month, don't lose your 
head, 

Fisht: To get case , , , Go to the 
second hand shop in Pickerel and 
buy theiistitbn with the Fisa 
wtcLWhen you return to your 
apartment you'll find the case 
there, 

To get photon bridge ... Go 
to the pub in Pickerel and kep 
buying snifters, with your Fisa 
card and give them to the drunk. 
After two or three, Steve will 
offer you a cylinder full of gas. 
Buy this but don't worry when, it 
gets stolen. To retrieve it. go to 
your apartment and enter the 
warp which will have appeared. 
Thi&wil ltakeyou r in The Dimen- 
■ sions'. Now do the following : 
Myth: Before crossing the 
swamps. PUTftEtoiN mouth. 

In the garden, CliMB r m and. 
when the lamb is below., jump 

ON TO LAM U, GET LAMS, S ACfti FICE LAM L : , , 
PUT LAMS ONTO ALTAR, GET REED. GET 
LEAVES. GET FRUIT, GET SMALL STONE, PUT 
LEAVES ON HAT STONE, HIT LEAVES WJTH 


SMALL SIONE. DIP TRJpf NT ENTO 1 I QUID. 
W, THROW Tfi ID£ NT AT Ml NTH HEAD , G fT 
TRIDENT. CUT HE AD WITH iRlpZNI Goto 

the portcullis, go w, tee head to 

ROPE. DROP HEAD, E, ft. 

Outside the Ferryman's hut. 

ASK SOUL FOR COIN. 

Guild Of Thieves: On rat race, bet 
on the grey rat, 

To deal with rats in cellar, open 

STOPCOCK, TAKE PIPE, CLOSE STOPCOCK, 

then open and close stopcock once 
more before going down into 
cellar 

In the bank, chew gum, deMQur 
GUN!.. SAVTQ BIRD "HOORAY' 1 (until 

bird says 'Hooray' twice), shake 

CHAMPAGNE BOTTLE , EMTE R LONG Qu£ g t . 
REMOVE CARD, ^QW CARD TO TELLER, 
DROP CAGE AND BOTTLE, OPEN OFFICE 
DOOR, EXIT, STICK GUM OVER KEVHOLE 

Then wait for the bang! 

In the tunica I room roll die: roll 
a one and go To open 
sracophagus, us* finder bone. 

The Pawn: To stop guru laugh- 

il>g, COVER WRIST6AND. 

The guru needs water -fetch 
snow from the plateau. 

To enter tower, melt snowman 
with white Jerry Lee Lewis is 
thirsty (beer). 

To get past the dragon, look at 
shadows, point out shadows to dra- 
gon, SHINE WHITE AT SHADOWS 


Zqfk II. G-ion-ir TUnge-r. Oir tbaricrm-l 

5 U-™ h arktr, S 1 Hlxifabtth Road. 5e«(?n. Lilt Devon, 
EKIIiDi. 

Znrk iHI ukE ■fptKp»mttd, IStdUl 

Gnrfj n Hulk ^Mflernurt. Allium, Dji-j: 

OlwiI Wiihbnngflr. H,^ Hi['bc. fl tgnTf - 

ftcvmgf. 

Mums JdvwiEtitr, AisartilhiFg 9 - 4 lil t a 

LarHjs/IHH- htQllHJld 

KnightCrc, Mir,(hbB<lflWv J tislow Mire n.rjr 1 , 1 , 3 . 

H*K*ir|nbi|™Steff L 

|im* (riJMliivQ. ZS to J Street, turns* mills, Vlrtbfli 


li iti'vi-i ki'iGuiPc, lark I iark l|,PlftTt<et-jll,ljfa1hflr 
b L iilli'iHitT infidet, Stin (snlaF 

Djvp Raven, 1 S LIt Terri ct, Wf-sil ,p|q K«tclu(k 
Sitfi r Avwt6« Ixr 

Ultima IV, ThE BiTtf's Tain, Vporfr^> . ^s'l,- ■ Ph.v'.i s>i», 
1. Nevvr Etong Slgfj. Dr^tMla. Thf IV -mi.' of fifliq r„ 
EgrrqiwtiJ T imn. Thu Pjwfi, ^ r J b»st DclU Df*S ih(T, 
/qji, li: V^ishbriiigff 

Wong. * 7 ingrBm Ho*d. Pwirnofi Htaiti . 

Vl(iffly,45H4 RCS 

Hilthhileefs Guide. TheHobbH, Lurd trf ChrSPigv 
The Shdduws it Mardqr, Guild dl Tt:;ev?i. Ji-isler 
Wetfen Lee Mvlie, 1 THcwrmH ill Avenue. Aiihtnn, 
BUthbitm. Lihn. BBi 4EZ 

^kdyiqlb, Mmdihddaw, 

P«rad>, Lcven, Worth 


F«H!iHll FrtTiiy, Cricket Criiu.M ndshaclosk'. TTit 
OutS-l Tqi The flply Gm i, ^n- fcap Of Alliidih I J, 
Neve' f ni:i'(jStpry, Ken-rilu. fin, Tlrn* Tynn.el, 
Cestle 01 Terrqr 

PfCer J R L*W3, M Vt j-ndsid Nd. I nfidLlI Middle'ex, 
EN3 


Time Turing. Oufftft'Thfl Gsldeh Eg^cup. 

5-d dern-jr (Wnlfm*n ;^i| parti}. 

Kevin Moffat, 54 P»fKm*tM»K Ouniur, tmt Lothi jn 
LKflJ 1JN, fiTTl 


■:juB5iT(h; Thehoiv&'diE, Wiich'i Cai, j-'di rju^i f^' 
1 heiiqlder. E gatiru, M qbbil.. Lord Qf Th« H vgs 1 1 A Z| 
The Rj'rtnij frliiTd 01 nirevn ingi irIT K.Kk Lano'lf.- 
7?JZ,.fi«0t;r»elt‘VBnge Pylgnjit. Advent uri Oliiwq 
MvISCni Off I idus Valiev, Three rUiirtk^iff-., 
A.-fw'VurViJi.b.Wiiurd R IF* i<= 
idwnuie. Scrce'ar Of Oaym(-|»g: 

IJhPrrtsJI'? in?fr, MindLh.id(i-*| IW&HCvv>; 
VVirdnr. , • •• • - .. - . rA^SRcU 

The Hi. Ik ■ 


Jack The fl TJper, 
Never Ending ia 


U^rt.rLX's,- 
jfnrk I, Jpl 
Cqflh.(w,t 


idM 'suipnn UT«thfl finddf *(, 
■V Mi. IJypaclhnf, W|Biirt«l, 
ihrx. I urk" 1 ^ HDr.'q£d|Mtt*lli#(. 
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No doubt you'll a I ready have noticed the massive changes on this page: 
l J ve been doing a bit of spring cleaning. Armiog myself with the 
(extremely rarely used) ZZAP! toilet brush I decided to sweep many of 
the older scores^ some of them have remained unchanged for months. 

So, puny amoeba- brains, now’s your best ever chance of claiming 
Scorelord fame by sanding In scores to any recent game. And for those 
who ere either too young or senile to remember the add ress, here it Is: 
Scomtord, ZZAPl Towers, PC Box 10, Ludlow, Shropshire SYS 10B 
And before I go, I must say hello to Dave and Andy Fitzpatrick on the 
isle Of Man. For dering to call me weedy, I'm coming over to drink all your 
Domestos: so you'll have a smelly lowy for evermore, lust like mine. Just 
think yourselves lucky I didn't pull off one of your three legs! 


ALIEN SYNDROME [Acef 

362.M0Brwl Gonl CNJsSAj?- Hotliwnll. I i*th. 

25ir.60flM;*iih I ithI:.. iv i. Auslr.rtti 

SirdM, Lcmrli hi E If. 

APB fTengpiVDprtiiMAf 

.an (iS’> jD.iy 1U| L.niny, War ley, WhM M til liv'd . 

/□ ilOTI |[>.hv HE Jainre AltVan MasaHon Swnnviit 

H>i.i ?0Q C.hn^ifV' Madrid, Qtrfirt>. irk 

62 ?45 (Tidy KKi C.ViM'j.ift. uyi»i, Poole. Ddu.pI 

BARBARIAN il IPatae) 

3(4 non F J ;hil Pawn' atom, Nieuwegetru Hc«and 
.1 113, IMF Lee T nnrH“ , Basildon, Esso* 

296.970 Karl &6W. AcWam, OewHiind 


BATMAN: THE MOVIE |Ocean| 

910,400 R Egan. Nsnaaion. WarwdWrtft 
758,060 Doan SJ 1 ' James, Wesl Bromwich S H 
WlKlft 

ft! H ■!?[] dispart Amu id . Hi jktonbtrg I'M: |iii*n 


■534.120 iGamptedHtJ) Jams Amion, Manstrilcn, 

Swunstta 

421.600 |Compleled> .lulm RiM.cn, Pensby 
Merseyside 

420 ?50 Kwih Mcifjiiian, Fras*rt)urgh, GrampiBBi 


BLOOD MONEY |Psv'FD5is) |ArmM| 
3H9.53G'|Corn0tit<ac- Acpm'ECHail Hijughbon-le- 
EsfWriKL Tma nnd Went 
1 50,650 CtwsHan Madctin. Ottrirftark. 

1 1 1 .000 Stuat Wynne. 77*P' Towers 

BUBBLE BOBBLE |Frmbird) 

3 1B3.1 10 Phil HhTlcbflSC!" HeiKje Derbyshire 
&.fc9? 430 Ricfsard Pembrdgt\ Wimi 1 MerwySKie 
8 ft70 790 Aphony Mfttantnqi. Rincorn, Cr^shirp 

BUGGY BOY [Elrtel 

149.930 5*-ene MeElroy. Ncmy. N 'ifland 
1 49.ft40 Robed Pmcw, TpubJ, Cornwall 
I36.ft70 Dane! Mcuray, Lpwaslcifl, Suffolk 

CHASS HO 

4.774 ,-itQRab H. ZZAP' T D i*ijri 

Citadel jEitetnc Dfvaim) 

1,237,750 Marti Ctemenls Kfittertig Norfoartts 
496.S50 Ma* CJomftnta, Kettering Nrmhanls 
339.966 Cbrts MoCallam. Broac&tone, Dorsei 

C Y'BERMQID IHswSGnf 

2? 6,400 Dean ' SJT ' James. Wesl Bramwitr-. W 
Mids- 

238.430 Donovan James West Bromwich West 
Midlands 

135.475 W&yrt> Fowler, Basildon, Essex 

□ARK. BIDE (iFwwvbwji 

0,1 30.726 Kuddly &*. Vprt. N Ygrks 
5 FlbiJ 62ft Cnl n Fulton Ayr Scotland 
6.784 . 1 76 Davd Pety!. WakefHM, W Yurts 


DCMARIS [US Go*dfftinnbow Art -if 

1 .205.0 1 .1 |L ii rmyikrti mJ| ill |BLASlf ft) 

I ill: !■ |. -. ■■ i. WyitiiT' ,h iwe, M i'h. Iiv-I' 'i 

0b 1 ,030 Bml 'Cool ' Crussluy, FfcAhtwrll, Lauds 
672, SBC P:ivni ' 1'k' E3tOfJi]: ' F'i[,'[hih ■ k. r k .m|l., 
fete Lit Mm 

DOGS OF WAR (Flilr) YuiMj.ii 

7m -.1 h i iCfmnikrtedi ftaciul V CkhU.tjheni 
RoemKfid . Hal land 

157.150 [CkxnpMfjdE GurcMjppe Lrenres. 
ftfjernkriflfl-. Rati and 

IB0.70Q |7 n«siiHxi5i Sewn Packor. OhtHrtTsrwJ, 

Eh!«. l x 

Fift&T STRIKE lElite) pSun-iil 
t63.fflK! P AH'xnfidvi. liiii;ijln 
73u300RobH, ZZAf^ Towers 

&EMH4IWthl&(Virgin> 

1 7,39b : 7 10 Annfivnyx--., AnpnywHe 

GPYZOBIOceanJ 

Slii.irl Ekirfrxxl Shilton, Carhbs 

3.003.000 Jukka P^a. HetsirAi. r p'Jyriil 

£ 402 200 Ricrirtrd Lum. L eert 1 ,. Vi Ycrh?, 

HARDDRIVIN' fTen^enj'Dnm.vrkJ, 

30 230 [Time 2:0flJ fit* H. Z^AP 1 tuwiHs 

HAWKEYE mwlarnusl 

5,B25.3®I)tMw3 McKwie. ^inisiiiun. Gl«5flaw 
2.595, 5&0 Zap r*seby , Brikham Devon 
£.520,000 Kye Ai-ninnge, PEnarborDugh, Can-tiy 

INTERNATLOHAL KARATE ' (Syrtem 3J 

565. 1 DO Martin Smith. Ashbrook*;. Sgodeiland 
543.300 John Famsw, Rarrni^drd. uncs 

i 1 1 ,900 KalamaH HourislDW, M-ddkraui: 

Mas 

1 15.000 Jdfin dti Vugt RuosumJ^il. Holland 
9§,700DflrtBieM4ef Finchley Milinn Keyneri 
65,900 Marcus Taylor, Poole, Dorset 

KICK OFF lArteO} S4 jiip5.: 

En^flnrl 3^pls. lal - Karm Bcuali, T-ooding 
Russia: *2pts, 1 si - BtefWn ftwrwtl 
tv Germany ?9pis, 1st - pr-i King, ZZAP Towers 

MORPHEUS |Pftinbl#dJ 

3.5?2.l30PSi- Wfflxls, YJallasey Merseyside- 
j.Qfll ,590Lanny, Wnrtey. Wesl MidlaixJs 
1 .32 1 .455 R'Chtifd PemtJtidge. Winal Merseyat* 

NEW ZEALAND STORY lOcaanf 

Conx.ik:irtd 1513,1001 Nmky Paulin, Tcrringfcn 

Devon 

Complaled |370,GO0I Dean 3JT’ Jarni?s. XV(.“5l 
0n;iniwii?n W M dS 

Completed i362,700l Daye ' Joe Bloggs' 
Fitzpalnck. Douglas, isled Man 

{(fatal 

.final 5-3 1422, 515J Gftt Kiiayb^y. Shelltiy. W 
Yorks 

-ensl 5-3 1309, 4361 H Pembridge, (Jpdon. 

Mersey si *j 

, dMfil 5-2 rJdA.TI?! Marcus Taylor, hocle, Dorsal 


NINJA WARRIORS (Virgin) Kyu-i.i- 
107 4jjB Ftobor linja Hinjg. //AF M Ti W’ i ■ 

PHOHtA^MiirnrTfffl] 

256.0ilO(Ccnip(etiKtl fA'h'r Hill' (iruyesond, Kml 

246 V lid ( £L--.|jjyi Aukiui i. Hdr k:nberr j . ItetdnJh 
►63 400 Willi: I mh| C;i!ihi, Notl-s 


POPULOUS (ElfrCltunn; ArtsJ Am .; i 

1 09,070 SJBrvGfv W#ariK. liwihliiiuh. Mid Gl.im 
161,950 K. hi HUgbes. Durkhiy, C.lwyd 
IBO.GSOCed Ki- ivkinry, Slxrlkyy, W Tnrkr:. 


POWER DRIFT 1ActisnH>un| 

070. 100 Anrftony Bquir-ns, Ossei l YV Ytx hs 
R2?.n?OKrjilh MiJi-'n'.nn. F'rasL'ftxirqh. Gram pan 
790 640DuirTwn Flnrvey, Kmgsfcming 
Birmingham 


iVlMi 

i 112.912 Frtiil King, ZZAP 1 T D *ara 
552,390 FXsvid Parkinson. Hdtvy, W Yurfcs 


QUEDEX rT haiamuM 

1 0 ID Oi nng TOthL’ 1 . Viclona, Austratei 
■>99 Sieve Pratl L .^tghton Ouz^ard Backs 
949 Martm FAjiaml NunsiinsdorF, Holland 

OLNtCADE 3i|lmiiqinr| 

61,720 PNlipSlevHMiton^Wpcpiii^ Cmj^h Staff* 

RETflOORADt rThalurtiusl 

11 7.500 Hot; h. ZZAP! To^rs 
00.250 Phil King, ZZAP Takers 

HICK BAN0 EflOU S (Firebirdl 

257 .3£KJ iCflvnpleiudlQisfiy Gallacher, ReacSniq 

HOBOCOP ICteeaal -^gs: 

3b3. 350 iCornplLlcdl Davd PocdcK, Sourtt 
Croydon 

153.31 D (Compleled; Bret ’ ice OrosstSy. Hottnyr.ili. 
Leeds 

153.200 |Cc5mpk«edi RotKocoOr H, ZZAP 1 Tcwers 

(*"94 

369.060 iCompistedl Jam^ Aldrnn, MnnMiltcjn, 

Sw-Sfistd 

353,360 iCompIrtert! MarCusTay tor. Pools Dorsei 

R--TYPE [EIbcItic Dreamsf 'A^]^ 

240,300 iCbn^wtejl Lust! Btrshaw. Elackipodl 
1 84,700 Marcus Tayvy PYxJC Dtf'sc-i 
1 80.400 ^CcniErttedl Rob H UfiP'Tamn 

SALAMANDER 'Imagine! 

34 i ,6&S SinkOfl Ace ’ Pools. Dmrrone, Co Dg*n 
255,100 Oaren Buke, Romlpid, Essas 
247.00SGaspart Aina'jd, Begium 

SAMURAI WARRIOR [Firebird) 

3.B50 B>«t ' Coal ' Crassley, Rnth*ell, L 
2.9?b Karl (Veen. Acklurti, C-leYelar<d 
1 .827 Wayre Fowler Risrirtsf'. EffiSrjn 


5HSHO0I ( Vsrt|in| 

4O9.3B0 Do-.an ' TUT Wtk ,1 Midi W 

Mldfl 

SILKWORM (Virgin) 

1.307,500 Slaphtsri FHnhi yjii. WyltkKr^Hwe 

MflfiCheMrif 

1 ,2B0^OO ChusUan BjdriiiTLYi NykarhHiy Feilsnd 
1 ,072,600 Gasgart A#nat*d, &'h3*um 

STFHDER ICapc-onil uM <>i| 

124.900 Mwcusw Tiiylnr, Poole. Dorsel 
1 1 i-',2LH3 AT'ii Ii i ‘M i 'i lyi.Mlgi, rf>r Nk^Wi h m 1, 
London 

73,250 ftob H ZZAP' Tomrs 

TEST DRIVE 2 (Aonksde) 235,300(( 

Mikt: Vmi'. riuqieiham Essex 

nWii 

737.382 iCompHteUj Chhstor SmxJ«i. Kungaiy. 
Swnden 

236,931 tCampiel'iKq TFCH, K i^l jnKund, f*s ir-M.iy 
£35,300 iCrtflrikctedO Annn, London 

TETRIS (Mnnonsortl 

1 3 1 .DM J Till! Ffecm, HhIiI. IX . W Ycxks 
92,539 Shaite McFlroy, Hewry. « In ,pd 
78.986 Sluan Sceltergaad. Doesrde. Owyj 


THING BOUNCES BACK [Grankn Gr jphic’.l 

K.675.496 Tin- Urndh. k* Nenlwic?' Ches.-'-Hre 
4 ,992 .013 Williwn Cnllnqhjiri. 1 iplor-. Wtsl 
Midlands 

5.949.B3S Cast'y Gnkuchar. Cafedt, Readmg 

TURBO OUT RUN [US Gold) 

16.310000 Rod 'Road' Hoyy, ZZAP' Tow«rs 

THE W4TQUCHABIE5 lOteanJ 

7ft, l?3 Stuart VYynnc. ZZAP' Tnvye rs 

XENON |( (Imagawork-s) Knugb 

512.160 ECompIfftpilFCed Keeney. She-lley. W 

Yorts 

JH6-5W) (Compfetedli R Pembridge, Upton . 
Merseyside 

17O.4T0 Darnel Besser, BseTcMty Bucks 
ZENJI [Firebird) 

9B.4&5 StepL'hn Lixin, Terri r g1tm Si John Cwnbs 
64.P53L ISO G'H.illiMri Vh'luna AuSlrai-3 
66,260 Mark Crosslhwarte Slnckporl. Cheshire 

ZIYHAP5 (Hewwni 

1 , 1 37.DC0 A?i7 Twambley, Bramlvill Che 4 .'^n: 

1 .093.200 Michael GnNna, Castle Psa, Co 
Roscommo 

1,071 .626 Mart Clements, Kelie’-ng Nculhanls 


MOST EMBAF FtASSING KICK OFF THRASHING 
OF The month 

TGM equaled the ZZAP 1 record with Pom bOMing 
co-TG-Mer Richard M-Dniero len-FuCu'e Magajme*! 
Chflme"| 12-1 

iRichart! -s yet tn wm .1 maicb. apart iron agan*6l a 
drunk Rob H whic* dnesnYcourfl*) 





THE BUDGET BIT! 



COBRA 

Hit Squad, £2*99 (Rerelease) 


T he unintentionally hilarious film 
got the game it deserved with 
the from Zach Batman Townsend. 


To minimize embarrassment we'll 
make this bnel You’re Marion (Stal- 
lone) Cobretti and mu si rescue 
Ingnd iBrigifie Nielsen) Knutsen 
from the clutches of an evil gang. 

There are three stages . r'he first Is 
the City Scene where you must find 
Ingrid and escort her to your car. 
Needless to say the horizontally 
scrolling; streets are filled with gang 
members ranging from motorbikers 
to- axe-wielding madmen and 
machine gun-toting hoodlums. Your 
energy is shown by a decaying beef- 
burger' (!) and lives by snake heads. 
Initially you have just your fists to 
fight with, b ut kn ives , machine guns 


and so on can be picked up. Of 
course contact with the baddies 
depletes energy , but so d oes touch - 
ing civilians - like a man in an over- 
coat and a granny pushing a pram 
which explodes! 

Backgrounds change for more of 
the same in the Rural and Factory 
scenes. Trie backgrounds are 
mediocre, the animation poor and 
iumpin g is exceptional ly irritat mg as 
you have lo do running jumps to 
clear the lowest objects. After the 
exploding prams the funniest bit is 
when the baddies are shot as they 
strangely turn purple then blue 
before disappearing? Back in 1987 
ZZAPI gave Cobra T 3 % r it hasn T got 
any better since, 

OVERALL 13% 


THE GREAT ESCAPE 

Hit Squad, £2.99 (Rerelease) 


SHARK 

Players Premier, £2,99 

C l onfacihas been lost with Atlan- 
tic Five, a - ! undersea mining 
complex. Fire-Fish HQ has chosen 
you to pilot the super-secrel Shark 
submarine into the depths, search- 
ing for the t ruth . It doesn f t t ak a long 
to discover the Snake Brothers, with 
plenty of friends, have invaded the 
base. You must orfve them out, by 
first destroying three reactors. Then , 
on the next level, you musUind the 
entrance to the Snake Bros' lair to 
triggen the automated fin aJ attack 
sequence. 

I Your sub's main armament is an 
extremely wimpy laser, but by pres- 
sing fire and pulling down you can 
scroll through a range of much more 


powerful, if limited weapons. These 
include a chain of bouncing balls 
homing missiles and many more 
besides. Obviously the sub owes 
much to the Cytemoid design, and 
the two games share other ' 
similarities, from flick -geneen scrol- 
ling to the design of some baddies. 
But whereas the screens rn Cyber- 
net required quick thinking as well 
as fast reactions, Shark is simply a 
maze-game with bis and lots of 
baddies to shoot. There's no sensa- 
tion of being underwater, and while 
on the whole H’s attractively pre- 
sented this is ultimately disappoint- 
ing, 

OVERALL 4Si 


W l ell, you’re certainty in a predi- 
cament now, trial's for sure. 
Alter many a successful WW2 
bomber mission over Germany, lady 
luck has abandoned you and now 
you’ve t aken u p ' residence ’ i n a N az? 
pnson. Far from Blighty and with no 
likelihood of being set" free for good 
behaviour it's time to escape! 

The route to freedom is pretty 
complex involving avoiding the 
guar ds and exploring the Castle for 
usefut objects . There ' s a handy tun- 
nel leading around the castle, and 
livery day Red Cross parcels appear 
to help you in the escape. Watch out 
for the Commandant and the vicious 




guard dogs- getting caught m 
restricted areas can mean a night in 
solitary for you. 

This isometr ic 3 -0 game met with 
an 89% rating back in issue 27 when 
such arcade adventures were all the 
rage, F'erhaps because there were 
SO many this one was. in my opinion, 
unrivaled. TheCoWftz atmos- 
phere is so perfect iy recreated that I 
found it utterly compulsive when it 
first appeared. In the 90s the 
monochromatic graphics look a bit 
tired t but there’s lots of detail and 
the formidable challenge is irresisti- 
ble. 

OVERALL 90% 
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STREET FIGHTER 

Klxx, £2.99 (Rerelease) 


SPOOKED 

Players Premier, £2.99 


T his Capcom conversion was the 
subject of one of those infamous 
ZZAP' cock -ups when it was 
reviewed in Issue 40. The reviewers 
didn't real ise that Street Fighter ac\- 
ually comprises two versions of the 
game: the British and US, 

Although different m appearance 
arxyDjay, bpfti uersKtoytM^e 
fig trims op p o nfnfsm 'var iouspitar- ^ 
national Settings, As orwifsl karate 
expert. Ryj . you start vo u Arid trip 
Mkoaa^her&lMaoppi sr entsmus 
be defeated before flying off to i 
next o f the five toca-. fens, Altffiia- 
threly, ypu can fights' friend' in twp- 
player, (bode 

Bqij l: cons st of Ihreftrounds 
■ whictycan be & iher by redijong 

the opponent’s energy bar to zero. 

or havingThe most ene*$ when W 




lime runs out, 

If you t hink that getting two d iffer- 
ant versions is amazing value for 
money, forget Ft. Even at the new 
budget price Street Fighter isn't 
really worth it. The British version 
features incredibly blocky graphics 
and very unresponsive controls. 
Althoug h the American game is bet- 
' smalleumu 

detailed sp ites t too suffers iron 
portSlWness. And on both 
asyJflaBri by usiaq^ 


resp 

versions it 1 * too 


ft he same 

ine om 
two player 
poor con 
there are 
already d 


MEGANOVA: THE WEAPON 

Alternative Software, £2.99 


I t's dodgy Spanish translation time 
again with the inlay for this 
Dinamic game. Apparently Philipus 
Sunset has nicked the Sprocket 
System from the Drowhar empire 
and. for reasons which are entirely 
unclear, he must enter the caves of 
Otnirebali Needless to say. numer- 
ous Drowhar gigaships are in hot 
pursuit. 

The game is presented by a FX 
Triple Load, which is unsurprisingly 
claimed to have three loads. Vet 

ogee the game has loaded there's 
no more room on the tape, and side? 
two is the Hme as side one 
Strange* although t o be f \ onest only 
a masochist would want more of " 
‘;hi$, 

The ■, :.i me beginsyvilh y u u r s Np at 
the centre cf a rightw ird scrolling 
screen. Pressing fire sends out an 
impressive stream of rather large, 
squarish bullets Which seem capa- 
ble of dealing with anything. What's 
moip, additional weapons can be 
p : c ked up as well as a Ipee d -up and 
extra lives. The graphics are a bit . 



A fter movie ghostbuslers, and 
I he ‘rear cartoon series* make 
way for Gerard's Ghost-catching 
services. You’re Gerard and you’ve 
just got a call from 2SS Pine Road. 
After switching on the answerphone 
it's off to the scene of the haunting 
for some spooky arcade-adventur- 



Roadis i 
lurhoods. 
i the A 


crude., especially the bullets, but 
they and the sound effects are all 
quite serviceable. 

The problem lies with the enemy 
ships which come on in great num- 
bers, all very fast, often from behind 
your ship and then move in the most 
unpredictable ways, Too often fast 
reactions simply aren't good 
enough; moving out of the way of 
one ship often puts you right in front 
of a ship zooming in from the top of 
the scr ee n. As a consequence the 
only way to succeed is to painstak- 
ingly plan your progress, watching 
what happen sand deciding what 
route to fa I ow. Then you must fol- 
low the exact same route each time 
you to play, until you come to anew 
area requiring now tactics. 

If you're a shoofr'ern-up fanatic 
this may wall be of some interest, 
but for most sane people this is an 
instructive lessen on how well most 
Other . apparent iy s impl e shoot- 'e m 
ups are programmed, 

OVERALL 32% 


As it turns out. /: 
nctinthenicestotnE. 

Within a stone's thrj| 

remains of a bumt^dowri ctiemtcal 
lant. Alcatraz prison and an Indian 
liriai ground now used| 
ixx-Clan Squad devil worshi| 
o presumably sacrifice budget 
games by Ocean and US Gold 
Once irtsi ri e The house you find 
decor, and size (3B4 rooms) to M 
typical of flick -screen Spectrum 
arbfte adventures. Of bourse 
there's plenty of ghosts and skele- 
tons bounclrfjaround - cofrtacl 
with them briefly knocks you out7 I 
draining time from an egg-timer at 
the top of the screen. 

To fight back you should collect 



two worms and take them to the pur- 
ple cauldron: a swift bit of potion- 
brewing wilt give you a lightning 
spell to zap the blighters with. Other 
ingredients will give you more pow- 
erful spells. But your ultimate objec- 
tive is to collect beetles, maggots, 
and butterflies to put in special caul- 
drons for letter spiel Is, When you've 
can enter a marble 
front a 'spooky old 
ngman with you, 
•ther novel 
ur minutes you 
Qu top up the time 
„ 6ne of the egg- 
ier icons scattered i r ugh the 
me. But an apparently endless 
fit inue-p l Jy options bvtoi^y 


got enough 
doorway an 

■who'll 


man 



'ked has 
n tnat eve 
Bum led 

by touch! 


■ difficulty mm 


m 


ai 

r 


duces i 

While vis 

much a Specttjrrn 
allriaveTOSriain 
. entyofnofetOLH 
sidering, in short, if; 
games. 

OVERALL ©7% 


iaily and sonical 

I kfhespr 
and there- s 

ies. Worth con- 
i nkc mapping, 


SPITFIRE 40 

Alternative, £2.99 (Rerelease) 


A I pretty sophisticated simulator 
Hfor its time Spitfire 40 can't really 
compete with the more recent 
MicroProse games - even Strike 
Force Harrier has quite a bit morem 
depth about it. Takeoffs and land- 
ings are possible, as is dog lighting 
(with a map to guide you during 
interceptions.!, but that's about Ft. 

Nevertheless it’s stilt good fun 
blasting the Luftwaffe out qf the air 
even if there is just the one type of 


plane to bog. Other than a good 
look ing cockpit display .it 1 s all pretty 
basic st uff with enemy planes lack- j 
g i ie tail, little « 'he way of ground 
objects to see and a frame update, 
which. hadn't aged at ait well. Fori 
those of you wanting a very easy 
simulation to get into, with few of 
today’s frills irs good enough car” 


non fodder 


OVERALL 58% 








UES, DAMNED LIES, AND STATISTICS 


10, Domark 450 4,84% 

11, Rack-it 425 4,57% 

12- Zeppeltn 343 3.69% 

13. Rtcochet 332 3.57% 

14. Krxx 307 3 . 3 % 

15. Codemasters 29S 3 3 % 

16. Emage works 265 2.55% 

17. System 3 259 2,79% 

Grandslam 259 2,79% 

19. Virgin 225 2.42% 

£0. MeEboume House 202 £.17% 

By the way, Lloyd, this is the second time I've done ibis' (I did one 
last year), ! just thought I’d rub it in a bit, there. Sorry if this letter is a 
bit boring, but do you seriously expect me to write anything world' 
shattering about what l r ve done? 

f could say this; whoever wound Jamie Walker up about that ' pri^e 
draw ' and pretended to be Phil King deserves a kick up the backside 
HasrTt anybody told the person that stupid phone calls are really 
juvenile, and ruddy illegal when the person pretends to be someone 
he's not? That is. of course, unless it was PhiE 1 ! have my 
suspicions . . . Also, don't ban the back-up cartridge! 

Arthur Pewty, Ben fleet Essex. 


Hello Lloyd, 

That Australian gadgi’s tetter in ish 56 gave me a swell idea! So here 
are the 1 1 989 ZZAP C64/Amiga software house awards 1 , folks!'! 

Commodore 64 Chart 

1. Mirrorsoft/lmage works 90% 

2 Systems . . 86% 

3- Vfrain _ 84% 

4. Microprosa ...., „. L+ 83% 

5. Electric Dreams ' ft? w* 

e- oc«. 7 ?% 

7. Hewson 770/ 

B. US Gold ... 71% 

9, Electronic Arts „ , 69% 

10. Accolade rqc 


rigni blend of humour and sensible views that were prevelant during 
Gary Penn days. In my opinion, the Gordo- Kati days were far too 
extreme in the humour department- Please keep up the good work! 

I'm afraid that I have to disagree with Brett Gaborit (issue 56, page 
31) over demo/audio tapes, i feei that most people would prefer 
demos, and not just (solely) audio tapes. However, one side of the 
tape could justifiably be used for an audio demo. 

Here is a chart for the best companies (on the 64), In order for them 
to qualify they must have produced at least 3 games during 1989, I 
nave drawn the data from those ZZAPis with cover dates in 1989 (ie 
issues 45-56). They are ranked In terms of average percentage The 
results: 


f. System 3 

2. Ocean 

3, Electric Dreams 

4. Kixx 

5, Virgin 

6, Electronic Arts .. 

7. Hit Squad 

0. Accolade 

9. Rack It 

10. Mastertronic 


86.33% 
B4,36% 
84.33% 
76 75% 
74.66% 
70,33% 
70.00% 
66.57% 
67.28% 
86.77% 

So it's congratulations to System 3, although honourable mentions 
goto Ocea n an d E I ectnic Dream s wh 0 were rig ht at the top un til I ssue 
56 when System 3 pipped them both at the post. 

I would ai&o tike to appeal to software houses to bring out more 
horse racing games. There are only three that 1 know of, one of which 
only seems to be available through mail order, another which onfy 
seems to be out on the Spectrum, and the third is a bog-standard 
betting game, If any soft companies are stuck for a game design, 
please contact me. Also, why does no-one ever listen to such classic 
groups as T Rex, ELO, Sweet . . . Oh no what are you doing with that 
gun?!? BAMG Arrrgh (dies) 

Gordon White, Sedgebrook NG32 2 EX 

PS. How about giving the Challenge and Readers’ Charts another 
lease of life? 

The Readers 1 Charts have been relaunched this very issue, and the 
Challenge may welt appear next ish ! Thanks for your charts 'Gordon. 
Dave, and Arthur l r m sure each ratings system has its advantages 
and disadvantages, so to avoid any further argument the officiaf 
ZZAP} ‘top software house’ (plus a whole host of other awards on 
both 64 and Amiga) wifi be decided by you, the readers, in our 1989 
Readers Awards. The voting forms are somewhere in this issue: so 

i4i-in P 4 jmi'jsa jLLm. _ _ a . * . ■ 


Points share in points 

1,020 10,97% 

882 9.49% 

031 8.94% 

662 7,12% 

530 5,7% 

SOB 5.46% 

503 5.41 % 

501 5.39% 

490 5.27% 


V 



»US (NOT VERY) SPECIAL 

^Christmas Special r must say , ha , , 
wa^gen^rarty disappointed. This was because- 

^ expecte d me Christmas Special to i» , he quali(y of issua ^ 
c««M«eofi the cover and pages of pages of reviews that went 

-o 

^ c ,0r *’ eir S 81 "*® 9°t the music recorded on 
tilr^r' 0U d - **? 9reat b * CHU ** «»n you'd be able 
""S ln !four PS (P«son«l stereo) without 
« tft^ ilta^t^SZ®’ me time a 9«in- lh this respect, is 
taw?H SSt rmj ?' c °< *" computer games on to e 

Newsfield have product onl ^ wWte. At £1® » ftowESS 

s&asar ssr® 5 ***« 

Question: IsPrtstop II stilt the best racing game on the 64? 

^ 9 r«w r^ar** Chase wa Hard «-■ ^ 

Note bad year, ah Uoyd? 

I Anyaf F Choriton 1 M16 OSP. 

p& Ten Dr Frey that the ZZAP! T-shirt is boring. Why not let Oli 
<1 ° ** urtimat e shirt? With posters like 
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MISSING BUTTON 


Dear Lloyd, 

A year and a half ago, I lost contact with a friend, Marie Button, 
We lived in Kempsey, near Worcester, and both moved away at 
round about the same time (the September before last), I think 
he moved somewhere up North (no intentional comment on the 
North/South divide), but I don’t know his address, and I don’t 
think he knows mine. He certainly originally came from Lanca- 
shire. I was wondering if you could print this letter, so he could 
contact me. He too used to read ZZAP! so he probably still does, 
and could well see it. Please print ft, as 1 would like to make 
contact again, and he’s still got a few of my games he “bor- 
rowed 1 . Please? I could do with a bit of fresh inspiration in my life, 
Matthew Lancey. 33 Upper Ferry Lane, Callow End, Worcs, WR2 
4TL. 

Calling Mark Button . . , are you out there? Or does any one else 
know where he is? 


Here are my q? eS ™*l ' of a raa l Amiga? 

JtttffiSSSS--*-*"- 

AdZperate compute' freak, 

wm 
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NOTHING REALLY 


Dear Lloyd, 

A few issues ago someone wrote to you attempting to break the 
world’s shortest letter by writing just one exclamation mark. I 
wilJ now attempt to break this record by writing an even shorter 
letter so here goes! Oh yeah say hello to my brothers Jit t Bat, Hit 
and Sut! 

Dear Lloyd, 

K Mistry. Ashton, Lancs. 

Tm afratd Mr Mistry your tetter is both a failure in terms of length, 
topicality, and pretty much everything else . Bui with such btzar- 
teiy named brothers I had to print it. And what’s your first name, 
anyway? 


it's great to see the Rrap up to its rightful quota of 
pages, and even better, the standard of letters has 
improved as well — keep it upl Send your views to 
Lloyd Mangram, ZZAP f Rrap , PO Box 10. Ludlow, 
Shropshire SYS IDs, and if they're good I promise 
not to burn them (well at least not until I’ve read 
them*). 



STICKING TO 64 


Dear Lloyd, 

l‘d like to start this letter on a dismal fact of life where I Jive 
{Israel), For all you people complaining about the price of an 
Amiga, let me tell you that art A50Q colour monitor costs 3000N3 
{slightly less than 1000 quid). Games for the Amiga cost around 
60 quid, With 64 games about half of that. Many of my friends 
who own 64s or 128s would have Amigas if they cost less- which 
brings me to my main issue: 

The few people I know who bought Amigas did so because of 
the better sound, graphics and speed. These rich people will 
probably buy any new computer which comes out, for even now 
the Amiga Es ageing (it's been around a few years, and in the 
computer industry, that's a lot). The rate of ageing is steadily 
increasing, as new computers are coming out at faster speeds. 
For exactly this reason I'm staying with my good (old) 128, Any 
new computer I buy will soon age, and in any case few people 
can keep up with the market's speed. 

IVe done some extra research and came up with many more 
reasons to stick With my 128 - the 64K video Ram standard on 
the 12BD (and which can be installed on a 128) allows 640x200 
resolution in mono and 640x196 in colour, A new program claims 
to allow 126 colours on a 640x200 screen, but this I haven't seen 
yet (it got excellent reviews in the USA, though). The 128 can 
operate at 2MHz and has functions similar to Amiga multi- 
tasking - the drive can whir independently from the CPU as well 
as certain graphic and sound functions. The basic 1 28K memory 
can be upgraded to 640 at a fair price and GEOS is compatible 


UNADVENTUROUS SOFTWARE? 
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with this. As you see, a 126 can be powerful, much more than it 
seems. A few software houses are devoted to the 120 - of note 
is Free Spirit Software (FSSL In the UK) who created Spectrum 
12Q the 128 colour art program. 

I look down at graphic/sound/speed hungry fanatics who for 
these reasons upgraded to Amigas (I’m not blaming aft Amiga 
owners, but from most of the ones Vve seen and heard of. the 
power hungry group is massive). I’m sure most of us would 
upgrade if we could, but frankly, the price difference is 
enormous. Outward appearance does not make a computer 
good — but even there, I’ve had 16-bit owners gasp at some of 
my 64 and 12B graphics (one of which is troublesome- Katakfs, 
because of the legal crisis around it, but that’s only chance) I 
have yet to see a 16-bit computer start a shoot -’em -up better 
than Katekis, where the twin beams of light collide. And, of 
course -the playability factor, much talked about My opinion Is 
that there is the same amount of junk games on the 64/128 and 
on the Amiga - proportionately to the total amount of games on 
that computer. I hate to say it, but many Amiga owners buy their 
computers mainly to brag to their friends (I also know an ST 
owner who can't keep his mouth shut - idiot!), 
f for one wilt stay with my 128, it has great graphics, is easy to 
use and overall an excellent computer. Sure, I'd love an Amiga, 
but realistically (especially with Israeli taxes) I won't buy one. 
Comparing price to value, i'll stick with my 128 any day, 

AJon Zakai, Israel. 

PS. \ thought of complimenting you on a great magazine at the 
beginning of my letter, but I thought it would be more original to 
say it In the end, so: COMPLIMENTS ON A GREAT MAGAZINE. 

A very nicety made case, Mr Zakat. And white no-one can have a 
better appreciation of the Amiga than us reviewers, the price of 
both hardware and software even in the UK is quite 
extraordinary . £ 25 for an arcade game which you might get 
bored of in a week or so is terrible. Vety t very few games ready 
justify the Amiga's cost so you can be sure we 7/ be sticking with 
the C64 for as tong as there’s software for it, which should be 
quite a few years yet f f m glad to say , 

LM 
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A MANIAC WRITES 


Dear Robin, Stu, Phil, 

It was a great pleasure for us to read ZZAP! 56, especially the 
reviews from Turbo Out Run , Myth, and Amiga Stormlord for 
which we'd done the music and sound affects. 

Thanks for giving our first major Amiga release such a high 
rating (94%). Also thanks forgiving Turbo Out Run 96%, but how 
could you give 90% to Myth. It’s nowhere near our best stuff 
(except for maybe the sound effects). It even got a higher rating 
than Eliminator and Gaptus. 

I’m not saying I’m not happy about it, but was it worth the full 
90%? or was it just because of the game getting high points? 
Isn’t ft possible for you to give music and sound effects the 
ratings they deserve, and not just an average of the other ratings 
like presentation, graphics etc. Sometimes we work like hell to 
make a tune really good, and after two months we read the 
reviews. Bet if the game is crap, that you'll slag the music or 
effects to the ground?? 

Is it possible for one of you to explain to me how you actually 
give points to music and effects, so we can do the tunes the way 
you (and so will the English kids) like the tunes and effects?? 

Charles Deenen, Maniacs Of Noise. Holland. 

We're g/ad you like 2ZAP! t Charter, because as you can toff from 
our marks we've got a groat deal of respect for your work . The 
intro soundtracks for Turbo Out Run were unbelievable. 

On the subject of the 'overall* mark affecting the sound rating 
it s houldn% and it is perfectly possible for an otherwise terrible 
game to get a very high sound rating. However, the sound rating 
doesn't only include music. On the subject of Myth the music 
might not have been comparable to Turbo Out Run % but the 
effects were excellent The ‘clang* of the sword hitting home 
was superb t and we fett this significantly helped to improve the 
already top-notch atmosphere of the game . In our opinion in- 
game effects which serve the game are just as important as any 
introductory music . 

i hope that answers some of your questions. For the future we 
plan a music feature, and obviously we ’d like to talk to Maniacs 
Of Noise about their work since you're obviously some of the 
leading FX wizards cum musicians in the business! 

LM 
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HOT-SO-HOTUNE 


Dear Lloyd, 

Just the one complaint f 

How about getting your act together and get your phone-in comp 
line to coincide with the date ZZAP! arrives in the shops, lam debat- 
ing whether to send to our telephone bill as I have tried 15- 13 times 
to enter Da Great Compunet Giveaway Competition 1 without suc- 
cess. All I hear is what those incredible people at US Gold are giving 
away t which l already know as t have entered their competition as 
well. Also you can 't even get the closing date of the competition right 
So come on if you want entrants for your competitions how about 
a question. 

_ ft would help to know what date the phone-in comp line changes. 

Lisa Hadcock t Manchester M31 4JU. 

PS. Td like to say hello the Stephanie Johnson who thought she was 
the only female reader. 

Point taken r and heartfelt apologies. The 0898 numbers have been 
in a bit of mess recently , Tight editorial deadlines and the length of 
time needed by Chatterbox to turn a script into a tape recording „ plus 
sheer lack of communication have caused the problem . Con- 
sequently the lines have been on hold for the last few issues while 
we reconsider the whole concept. As a result there have been no 
0398 competitions recently. If anyone out there has any other views 
on the 0898 numbers , whether it r s worth restarting them with much 
better co-ordination between them and magazine publication dates 
for instance, please write in. 

LM 


2 MES, OR NOT 2 MEG 

Dear Lloyd, 

As ever, the magazine is brilliant and you continue to keep up this 
high standard. However, down to business, This letter contains only 
a few questions and (sadly) a moan and I have kept it brief because 
i know Arab space is precious. Anyway, on with the questions. 

1 . Do you consider the 2 megabyte RAM upgrade to be good value 
for the price? I am contemplating buying it, although the cost of £400 
1 seems a bit steep considering the Amiga itself was this much. The 1 
meg is tempting as it is now selling for £99 or less, but I am not sure 
if this woutd now be a waste of money because it is out dated. How 
long will it be before (if) a company produces the first 2 meg game 
and do you think the price will decrease very soon in the future? 

2 . 1 think the new £4.99 price tag for Amiga budget titles is excellent. 
Okay. I know most of therm are old games and received only 
lukewarm receptions first time round, but it’s a start. Besides, I'd 
rather buy Little Computer People at £4.99 for Amiga disk instead of 
£3 cheaper for Commodore 64 cassette, wouldn't you? I'm not say- 
ing the C64 version is naff, as 1 owned this version myself, but I feel 
conned if 1 was still a 64 owner and knew that Amiga owners could 
purchase some of their software for just a tittle more. As you have 
said before, though, no matter what happens, the buyer does not 
lose out) 

3. Whatever happened to Robin Hogg's Strategy Section? When the 
5 -page special was printed in ZZAP! 51,1 was pleasantly surprised. 
Issues 52 and 53 also contained war games reviews and 1 was 
assured, on your advice, the the section would last years. However, 
like the 3rd Reich, it was not to be. After ZZAP! 53, supplies ran out 
and after a court martial, Hogg was deported to the Tips Section, 
which he runs very well, is there a chance that the section may be 
restored to its former glory? 

Other then this, though, the mag is fine and t hope the standard 
never falters, 

Stuart Hardy, Sheffield S31 8LZ. 

Triads tor your compliments, Stuart. To answer your questions, we 
, know of no company developing games for two megabyte Amigas. 
As it is there are just a handful of games which run only on one meg 
Amigas. Many , many more games are intended purely for the 512k 
Amiga and completely fail to fake advantage of one meg machines 
by keeping in memory extra levels and so on. 

As for the fate of Robin Hogg , he Is vtgorousty contesting his court 
martial and hopes to return to active military service in the very near 
future. Hopefully the next issue. 

LM 
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THE MOST POWERFUL, FRIENDLY AND FEATURE PACKED r 
UTILITY CARTRIDGE EVER CONCEIVED! 




THE ACTION REPLAY 
MK VI WILL LOAD 
A 200 SLOCK 
PROGRAM 
IN UNDER 6 
SECONDS r 
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he appeal of CDs is 
easy to see - com- 
plete immunity 
from magnetic cor- 
ruption an d a 
theoretical storage 
capacity of around 
550 megabytes 
{8,300 times 64K1) 
are just some of 
advantages. One of the most 
exciting CD ROM projects was 
mentioned in issue 57, namely 
Interplay's PC Battle Chess which 
is drawing on the practically unli- 
mited storage capacity to produce 
a Disn ey-styl e a n imated ep i c , A n d 
this is the side of CD ROM which 
usually gets most attention - 
rapid loading of large amounts of 
data for some spectacular sequ- 
ences, The PC Engine console has 
quite a few CD ROM games now, 
distinguished by great intro sequ 
ences, brilliant music and inter- 
level scenes. 

But there's another side to CD 
ROM. 550 megabytes is more than 
likely enough space to include 
practically every C64 game ever 
written. Unfortunately to access 
this vast potential special hard- 
ware is required, allowing such 
things as 'cyclic redundancy 
checks' to be made. Custom built 
CD ROM units, such as the PC 
Engine's, do have these circuits 
but your Amstrad hi-fi won't As a 
consequence the storage capacity 
is much lower- CodeMasters J 30 
games, recorded twice, take up to 
60 minutes of a 70 minute disk. 
The total amount of data of that 
package is approximately eight 
megabytes; still a vast amount for 
a £64. 

Another problem is that as yet 
no-one has come up with a means 
of slaving a normal CD to your 
computer so, as with a datasette, 
the C64 can automatically load in 
the tracks required. Only the most 
lazy would object to having to 
press the required track number 





on the CD for large chunks of code 
- such as a complete sub-game - 
but it might become irksome if a 
programmer wanted to do a CD 
specific game loading in lots of 
screens quite frequently, ie an 
adventure. 

On the more positive side, the 
high quality of CD recordings 
allows for such tight compression 
it's impossible for it to be pirated 
onto a normal tape. So after all the 
industry claims that piracy forces 
higher prices, the totally piracy- 
proof CD allows them a chance to 
prove it with ultra-low prices! 

Nevertheless CD remains an 
experimental medium, so it's 
unsurprising that the debut 
releases are compilations of 
games previously released on 
tape. First out of the labs was the 
Rainbow Arts CD Edition, 

ENTERTAINMENT 
AT THE SPEED OF 
LIGHT? 

Rainbow Arts have had their CD 
system in development for well 


over a year, and a German edition 
has been on sale on the Continent 
for some time. The heart of the 
system is the interface which 
plugs into the C64's cassette port, 
A socket at the rear of the plug 
accepts a normal hi-fi phono lead, 
the other end of which plugs into 
your CD's standard phono output. 

Once set up you type in LOAD 
on your C64, press RETURN, then 
play track one on the CD. Follow- 
ing a flashing screen and the Rain- 
bow Arts logo, the game selection 
menu appears. Select one and 
you're then told which track to 
play. It loads in at a fairly rapid 
rate - about a minute. If you get 
tired of the game you have to 
reset the computer and reload the 
menu, 

The games are a fairly good col- 
lection of golden oldies and are all 
recorded twice, with one version 
as a slower, safer back-up. Some 
of the g a mes a re mu I ti-l oad - on ce 
you complete a level you'll get a 
prompt for which track to load 
next, All the tracks have special 
headers to allow them to be 
loaded in from CD. Needless to say 
Rainbow Arts headers are com- 
pletely incompatible with 
CodeMasters headers , . , 

THE ACTION 
STARTS HERE? 

After massive success in churning 
out budget games of minimal 
programming innovation, David 
Darling now claims; J We are get- 


ting into state-of-the-art develop- 
ment which Is obviously where 
our talents lie'. Industry cynics 
may bite back a sly comment at 
this, but their CD system is the 
most ambitious and its effective- 
ness seems to have taken even 
them by surprise 

The most surprising element of 
the system is the interface - it's 
exactly the same for the Spec- 
trum, Amstrad CPC, and CG4 It 
consists of a cable with a joystick 
plug at one end and a 3.5mm 
headphone jack at the other (a 
co n v e rter is tho u g htf ul ly supplied 
for the larger headphone socket 
type). The clever electronics are 
contained in the slightly bulky 
joystick plug, and it's beautifully 
simple to connect up. 

The only disadvantage is that 
this exotic interface requires a 
special program to be loaded in 
from cassette. Thankfully It's a 
rapid loader and is devoid of a 
menu; once loaded you simply 
play the desired CD track. And if 
you get sick of it, press RESTORE 
on your C64 and the computer's 
instantly ready for the next game. 
No reloading the menu lark. 

Once a game is loaded the joys- 
tick lead can be pulled out, so you 
can use a joystick If you leave the 
lead in, with the CD still playing, 
the signals will cause some erratic 
'joystick' movements, lt r s a minor 
glitch which CM plan to take 
advantage of with 'hint tracks'. 
These will use the signals to move 
the 8MX bike, or whatever, 





CD EDITION 

(Rainbow 

£ 29 . 99 ) 


David's Midnight Magic, Leader- 
board Golf, Mission Elevator, 
impossible Mission. Dropzone, 
Lo derunner. Solomon's Key. Jinks, 
Fist II. and M.U.L.E. 

Ten music tracks by Chris 
Hulsbeck, to be played on CD as 
game accompaniment! 


THE CD GAMES 
PACK 

(CodeMasters, 

£ 19 . 99 ) 


GMX Simulator. Pro Skateboard 
Simulator, Super Robin Hood, 
Grand Prix Simulator, Vampire, 
Poltergeist Red Max, Fruit 
Machine Simulator, Ninja Mas- 
sacre, Magnum Force, Rugby 
Simulator, Super Stuntman, Lazer 
Force, GMX Freestyle, Super G- 
Man, Dizzy, Ghost Hunters, 
Advanced Pinball Simulator, Pro 
Snooker Simulator, Thunderbolt, 
Cosmonaut, Arcade Flight, Moto X 
Simulator, S AS Combat Simulator, 
A TV Simulator, Pro Ski Simulator, 
Super Hem, Treasure Island Dizzy, 
BMX 2 (Dirt Racing}, BMX 2 
(Quarry Racing), Street Soccer, 
Indoor Soccer, and 11-A-Side Soc- 
cer. 


ever be written purely for the sys- 
tem. Obviously there js potential 
for massive games which would 
totally dwarf multi-load classics 
like The Untouchables. Sadly, 
disk-only games such as Space 
Rogue and Infocom adventures 
like Planjetfalt couldn't be con- 
verted, since they're continually 
snatching bits of data off disk, 

For Amiga owners the future is t 
paradoxically, less promising. 
After all, the standard Amiga disk 
drive is vastly quicker than a C64 
drive, with up to a megabyte of 
memory on each disk. Neverthe- 
less the relative cheapness of the 
interface, and the huge memory 
potential have led CM to promise 
PC, ST, and Amiga versions soon. 
Rainbow Arts, by contrast, are 
waiting to see how the C64 pack- 
age does before doing anything 
else. 

ZZAP! 

VERDICT 

The arrival of C64 CD ROM is quite 
simply amazing. But like all 
innovative technology there's a 
risk of it being a short-term sensa- 
tion which drops out of sight due 
to a lack of support. The first hur- 
dle is obviously you, the buyer. 
According to CM research, a large 
proportion of the people who 
have computers also have access 
to a CD player. Which makes both 
compilations attractive buys. 

In terms of gaming quality the 
Rainbow Arts compilation has the 
edge - Dropzon e a nd Loderurmer 
are two excellent golden oldies. 
But the CM system is ten pounds 
cheaper, offers three times as 
many games, and half the fun 
comes from the ability to speed 
through them via the neat 
RESTORE option. 

If the compilations sell well, 
then maybe the next hurdle is 
easier - future software support. 
Will other software houses bring 
out CDs for either system? 
Ocean's Software Development 
Manager, Gary Bracey, felt its 
novelty value was higher than its 
practical value'. There would be a 
lot of licensing difficulties if Ocean 
put a lot of their games on CD, and 
how much wouid you charge for a 
compilation including 7??e 
Untouchables?. But Gary admit- 
ted he'd yet to see the system 
working, while the price of a CD - 
less than an Amstrad disk - and 
piracy protection are interesting, 
as is the multi -format flexibility. 
Regardless of future develop- 
ments however, both CD compila- 
tions are lots of fun. If you've got 
easy access to a CD player and 
fancy the games, you can be 
assured the systems work well 
and must be the ultimate in C84 
one-up- manship. 
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through the game - showing just 
how to do it! 

Another CM advantage is the 
test option: you first turn the CD 
volume down to zero, then as 
track one plays, slowly increase it 
until the screen turns from green 
to red. Once this has happened 
everything should work fine. 

Ironically, for such a strong anti- 
piracy system, all the games 
included on the CD were hacked 
into and reprogrammed using a 
specially written version of the 
Expert cartridge. Unfortunately 
technical supervisor Ted Carron 
wrote one game, Rugby 
Simulator, with a super-smart sys- 
tem to defeat the cartridge. As a 
consequence, once that game's 
loaded you have to turn the 
machine off to load any morel 

The technical success of the sys- 
tem has inspired a host of new 
ideas at CodeMasters. PR Man- 
ager Mike Clark foresees Boots 
shelves next Christmas being 
packed with CD ROM games in 


normal CD packaging; those few 
unfortunates who don't already 
have cables being able to buy 
them in blistered packs. One step 
in the drive for this success could 
well be CD singles which might 
have Amstrad, Spectrum, and C64 
versions of a game on a single 
disk. Or maybe three or four C64 
games, 

Surprisingly CM have yet to tout 
their system around other soft- 
ware houses - apparently we at 
ZZAP! were the first non-CM 
people to see the system working. 
The rush to get everything in the 
shops for Christmas has been 
severe, and there hasn't even 
been time to decide whether to 
license the loader software, forc- 
ing other producers to come to CM 
if they want to produce their own 
CDs for the system. Clearly there 
is huge potential for other soft- 
ware houses to bring their own 
compilations out. 

The most exciting question 
however, is whether games will 




From CodeMasters in this easy-to-enter comp!! 




f samo^ng whatyou can get on a compact disc these d ay sr Ky lie M!n ague, Alice Cooper (PhiFs 
^ove}, Yngwie Malsteen (Babm's J. even The Jesus And Mary Chain fStu’s), Bur the clever boffins at 
erS haV ® gon0 one “ rhey've stuck thirty of their best C64 gomes on one CO 
What s the use ot that?, you ask. I mean who wants to listen to a load of squeaky machine code? 
vve i, us;ng the special CodeMasters CO Interface you can connect any household CD playe 
u p to you f 64 and load any of the games in a bout 2 0 s econds f latl t ve n more a mazing , CodeMa s 
tors are selling the thirty-game CD with Interface for under twenty quid! 

. course there js one problem: who! if the nearest thing you've got to a CD player is Uncle 
Arthur so dgramaphane? Easy, thanks to Cod ©Masters you could win a brill iant Sony D2 Oporto- 
die CD player [recently voted The Best Portable CD Under £300' by What Hitt] plus of course the 

«£*S2»??«S5?S^ 


1 Approximately how many megabytes of data can a CD hold? 


2. Where does the CodeMasters CD interface plug into your 64. 


3. Which of these g a mes is NOT on the Code M asters CD: Treasure /stand Dizzy, Pro Ski Simulator 
or Kylle Minoguo s Terrible Singing? 


^ kyour answers on the back of a postcard or sealed envelope and send if to COMPACT COMP 
ZZAP! Towers, PO Box W, Ludlow, Shropshire SYS JOB 

Usual competition rules apply and entries must be received by February 22 



LOGIC 

COMPUTER STORES 










Grab a slice of the action by choosing one of these 
topnotch adrenalin-pumping supergamesl 


BALLI5TIX 

BEVERLY HILLS COPS 
BLUE ANGEL 69 
CHASE HO 
DYNAMITE DUX 
FOOTBALLER OF YEAR 
GHOSTBUSTERS 2 
MAZEMANIA 
RETROGRADE W 
SIM CITY 
SNARE 

SPACE ROGUE 
SUPER WONDERBOY 
VENDETTA 


£ 7.99/11.99 BATTLE SQUADRON 
£ 7,99/1 L99 BLUE ANGEL 69 
£ 7,99/1 L99 CHASE HQ 
£ 7.99/11 99 DYNAMITE DUX 
£ 7.99/11 99 GHOUIS N GHOSTS 
£ 7.99/11,99 HARD DRIVfN 1 
£ 7.99/11.99 IT CAME FROM THE DESERT 
£ 7.99/11.99 LANCASTER 
£ 7.99/10.44 MINDBENDER 
£ / 15.99 NEVERMIND 

£ 7.99/10.44 ONSLAUGHT 
£ /IS 99 PURSUIT TO EARTH 
£ 7*99/1 1.99 
£ 7,99/1 1.99 


Innerprise £19.99 

Gr&mlln £15.99 

Oc&an £19.99 

Activision £19,99 

US Gold £15.99 

Domark £15.99 

Mirrorsoft £23.99 

Actual Scr. £15.99 

Gr&mtin £15,99 

Psyclapso £15,99 

H&wson £19.99 

Actual Scr £1 5,99 


SUPER SPECIAL OFFER 
HAWKEYE 


ALYTE 


The ultimate 12-level 
arcade combat 
experience, 
combining perfect 
parallax scrolling j 
with amazing 
animated graphics 
and aurally exciting 
sound. Featuring 
MIx-E-load II and a 
complete animated 
story line. 4 

Can you control the! 
power of HAWKEYE? 


Featuring eight levels 
of frantic shoot'em 
up action, requiring 
nerves of steel ana a 
sharp eye tor the 
invading alien forces. 
With stunning and 
original graphics, 
animation and tracks 
of superlative music 
and sound FX. 

This is the biggest 
blast since the big 
onel 


EXCLUSIVE 
OFFER: 
£5.99 cass 
£8.99 disk 


EXCLUSIVE 
OFFER: 
£5.99 cass 
£8.99 disk 





CRUCIAL 

WARE 

ZZAPI T-SHIRT 

The favourite T-Shirt In Medium 
and XX Large sizes. 50% cotton 
and 50% polyester, 

XX LARGE AND MEDIUM OFFER 
£4.95 

ZZAPI BINDER 

Have a binding relationship with 
your favourite computing magi 
Maroon with Gold logos. 

OFFER £4. 50 

ZZAPI KEYBOARD COVER 
Protect your old faHhful from dust 
coffee and the universe with 
these super quality grey covers 
complete with ZZAPT logo made 
to suit your keyboard. 

CBM64 FIT OFFER £5.00 
CBM64C FIT OFFER £5,50 
CBM 128 FIT OFFER £5.50 


EUROMAX COBRA 
Brand new design with 8 
mlcroswftches. 3 Autoflre buttons 
and single normal fire button 
provide trigger readiness. 

OFFER £11 95 

EUROMAX PROFESSIONAL 
STANDARD 

High durabltty, rapid response 
and ultra sensitive movement, 
OFFER £15.95 

EUROMAX PROFESSIONAL 
AUIOFIRE 

Same as Professional Standard, 
but with Autoflre, 

OFFER £16.95 

EUROMAX RACEMAKER 
Brand new arcade style 
controller Ideally suited for 
simulations, Tough design wtth fire 
button on each steering grip and 
D la k> Speed Autoflre. 

OFFER £26,95 

EUROMAX ULTIMATE 
Arcade quality console joystick 
with 4 Are buttons and 
Dlaha-Speed Autoflre. 

OFFER £18.95 


DYNAMICS COMPETmON PRO 
EXTRA 

Features Rapid Fire, unique slow 
motion and see-thru body. 

OFFER £15.00 

COMPETITION PRO GLO GREEN 
OR RED 

Fully mlcroswltched Joystick with 
autoflre and slow motion In 
fantastic day-gb red or green, 
OFFER £17.50 

POWERPLAY CRUISER STREAMLINE 
All BLACK 

With dud lead for Spectrum 
48K^ 1 28K/PIUS /Pius2/Plus3 . 

OFFER 9.99 

POWERPLAY CRUISER CLEAR 
AUTOFIRE 

Simply by holding down either of 
the fire buttons engages Autoflre. 
OFFER £12.99 

POWERPLAY CRYSTAL STANDARD 
Clear joystick with red fire buttons 
and pistol grip handle. 

OFFER £14,99 

POWERPLAY CRYSTAL TURBO 
Same as CRYSTAL STANDARD, but 
Includes fast Autoflre action. 
OFFER £16,99 



AMIGA A501 51 2K RAM 
EXPANSION UPGRADE + CLOCK 
CARD 

Internal Ram upgrade to 1Q24K 
RAM. 

OFFER £129.99 


DYNAMICS COMPETITION PRO 
5000 (NORMAL) 

Features arcade quality 
mbroswttches, dual fire buttons, 
robust steel shaft and rubber 
return for smooth control, 

OFFER £13.50 

DYNAMICS COMPETITION PRO 
5000 (CLEAR) 

same as PRO 5000 NORMAL, but 
with see-thru body. 

OFFER £14 00 


KONiX NAVIGATOR 
Brand new ergonomically 
designed handheld joystick wtth 
Fire Button positioned directly 
beneath the trigger finger, 

OFFER £14.99 

KONIX MEGABLASTER 

Precision moulded control knob 
with steel shaft for complete 
reliability. Dud fire buttons for left 
and right hand use. Heavy duty 
leaf switches and Fubber suctbn 
cups. 

OFFER £6.99 


AMIGA A520 MODULATOR 

Use your Amiga wtth a domestic 
TV set or composite video 
monitor. 

OFFER £24,99 ^ — 





MY COMPUTER IS 


Yes! Subscribe now: Pay fof nine issues 
end we’ll throw In three Issues for free, 
That's a 25% reduction on your regular single 
purchase price. What you get Is: 

12 brilliant Issues of ZZAPf delivered 
straight to your doorli! 

All the into you'll ever need about 
the C64 and Amiga games scenel 

Send in your coupon today!!! 


MffvrclradlfcDunl toft* — — 

nnay wily b* opptisd ^ SUS70TA L £ 

»arifn«ncbd nMpOcat JUDiUlftl, 

a* 

*" CUF ® t,OR£ «» 

Z2API BACK NUMBERS 

Normal back Issues £1 .45 (inclusive P&P) 

Xmas Issues £2.15 (inclusive PAP) 

OVERSEAS please add £0,50 to above prices 

SPECIAL QUANTITY DISCOUNT’ ^ 

Order 4 Issues and pay lor 3 

tease supply the following BACK NUMBERS (Circle 
quired items) 

~05 OS 12 13 14 15 16 17 T8 19 20~ 

22 23 24 25 26 27 28 30 31 32 33 

36 37 38 39 40 41 43 44 45 46 47 

49 50 51 52 53 54 55 56 57 


I want to subscribe to 12 Issues of ZZARi 
fM v* already got a ZZAP1 subscription, 
nlng oul soon, f extend If for a further h* 

Please tick the appropriate box: 

L i f enclose £14,00 for a new Z2API sub 1 
mainland UK 

i . 1 I enclose £22 00 for a new ZZAPI sub: 
side mainland UK - surface mail 
I J I enclose £34.00 for a new ZZAPf sub* 
side Europe * Air mall 

f am a new subscriber 
[ | lam an existing subscriber. My subsc 
ber Is 


Please extend my Subscription starting with Issue No 


BACK NUMBER ORDER TOTAL £ 


EARLY WARNING 


ORDER TOTAL 


If you wish your sub to commence w\i 
must receive your coupon no later ttu 
uary 1990, 

Please alFow 2& days for your free gift 


Morris 


r,TU *® cneques/postal orders payable to 
HAP! ft Is best to avoid sending cash payments 

1 NOT e^ctose ANY order with mall to the 
bLiTORiAL side of the magazine as this wtll result In 
DELAYS! Send your orders to the address below. 

| _ J lerx^oeeacheque/p.o.tor. £ ~ ’ 

[ | J wfehtopayby VBA/ACCESS 

L-J (Delete as appropriate) 

Myccoountrita, L ' — _ 


^ I Ti Wl n i-orgo, President of RPG speclallstsf 
Robfn Hogg spends his fife savings testing the latest coin- 
5f^ < fTP? rtoor,; KCS f'ower cartridge vs Datef s Action 
Replay 1 Reviewed: Turbo Outrun, Altered Beast, Myth 
Xenophobe Battte Chess, Terry's Big Adventure, Fighter 
Action, North & South, Cabal and many more 
No 57 Jan T990 

The Games of the decade, Zzapl reviewers top ten. 
Robin Hogg Interviews Stan Schembfi author of System 
3 s latest arcade adventure Vendetta. Reviewed: Snare 
Retrograde. Moon walker, Operation Thunder bo Ft, 
f ™' s n Double Dragon. Ninja Warriors, F29 Re- 

tafhator, Dragon Spirit, Powerdrlft, Wicked, Stflder, Horus 
Twin World, Ghosfbusfers 2. Turbo Outrun, Sfm Cftv 


SEND THIS FORM TO: 

ZZAP! ZZUPERSJU&E, PO BOX 20 
LUDLOW, SHROPSHIRE SY8 IDB 





m 




AND DON'T YOU MISS 

THESE TWELVE 
BRAND NEW RELEASES 

FROM 


AIM FOR THE BEST 






'A barren planet (the back garden). An ape- like creature (kid 
brother) thrown a bone into the air. Scene switches to a revolving 
space station (a frisbee) and Homo the wonder dog jumps up and 
catches the bone while five-legged aliens from the planet Sprog 
hack the next-door neighbours to death with a mouldy 
cucumber . . . ' (excerpt from 'Carry On Killing The Neighbours' 

ZZAP1 Video Nasties Inc). 

Ever fancied directing a sci-fi film? Well unlike Stanley Kubrick 
you don’t need a mu Hi mi I lion dollar budget: all you need is a few 
willing actors (friends, relatives, people off the street), some 
props (how about a few dangerous- looking daffodils as house- 
eating aliens?), and a video camera. 

The latter is usually the biggest problem for the aspiring direc- 
tor with a budget of about 93 p! However, don't despair — you 
could still make your sci-fi epic (or wedding video) with the bril- 
liant first- prize in this fab competition. 

T o celebrate the success of their latest epic game , Space Rogue 
{the Gold Medal -winning Site- beater reviewed this Issue), those 
generous folks at Mindscape are offering ZZAP? readers the 
chance to win a brilliant Amstrad video camcorder. The camera 
is incredibly compact and comes complete with a special adaptor 
to allow its small VHS-C cassettes to be played on any normal VHS 
video recorder. 

Tor two runners-up there's the only slightly less awesome 


prizes of a Commodore disk drive and a copy of Space Rogue. A 
further ten lucky people will get a copy of the brilliant game on It 
own. 

To stand a chance of winning these Oscar-winning script- inspir- 
ing prizes, just answer the following three questions! 1 


1. In Space Rogue which ‘royal* ship were you a merchant 
marine with? 

2. What is the name of the scout shi p which you go to i n vestigate ? 

3. How many types of e»iemy tactics are there? 


Got 'em? (Hint: try reading the review!) Good, just scribble the 
answers on the back of a postcard (or sealed envelope) and send 
it via Interstellar Post to , ZZAP! Towers, PQ Box 10, Ludtow, 
Shropshire SYS 1DB 

Entries must reach us by 22nd February at the very latest. Usual 
competition rules apply, in addition, triple- brained a a rd varies 
from the planet Spaz may not enter. 



Video 







THE RACING GAME 


TURBOSOFT 

(Dept ZZAP) 

41 South Street 
Leighton Buzzard 
Beds LU7 8 NT 
MAIL ORDER ONLY 
Tel. 0525 377974 


100% DYNAMITE 

Only £10.90 Keg Cl 3.99 

Lasl fthniat. 

Bauble Uraflon 
NEC Le Mans 
Afterburner 


SUPREME CHAUINGE 

Dn*r £4-95 Di*C 

E Me. Ace, 

Sentinel, 

Stargliifrr, 

Tdrts 


ZzapSinlfifsColl.Voll 

Only £9.99 Disc £l 1 W 
Bionic Coer mandas, 
CHroeforie. Cafflorma Gomes. 
Sijiomgrv'S key. 

1 1 r> y -si D 1 1.‘ Mission II 


THALAMUS THE HITS 

Only E8.M Disc El 3.99 

Murrior s Moon. Qu»-dn 
Hawkeys 
. Arnal'/tL'. 

Delta. Sanaloo. 


30 RED HOT HITS 


TOLKIEN TRILOGY 

unit E7J9 OiSC Ell. 99 

The Hotel 
tonJirf BtR Saga 
Shadow ijl Mcrtkir 


TUI SUCCESSFUL SPECTRUM GAME 
MOW AVAILABLE ON COMMODORE 04/128 

AN EXCITING GAME DESIGNED FOR THE HORSE 
RACING ENTHUSIAST. 

MANAGE 1 5 HORSES TO WIN GROUP, GRADED 
AND OPEN RACES, SEASON INCLUDES: 

THE DERBY— 1000/2000 GUINEAS — 
THE OAKS ~ THE ST, LEDGER 

FORM, FITNESS, GOING, DISTANCE, ALL EFFECT 
RESULTS, TRAIN YOUR HORSES. FULL SEASON 
OF 80 RACES OR QUICK GAME OPTION. GIVE THE 
RIDING INSTRUCTIONS TO YOUR JOCKEY. SEE 
YOUR SEASONS RESULTS AND FINANCIAL 
STANDING. 

FULL BETTING MARKET, PRE RACE REPORTS, 
STEWARDS ENQUIRIES, RENAME 
HORSES, RACES OVER 5F TO 
2Yz MILES. WATCH THEM RACE AND 
CHEER HOME YOUR HORSE 

COMMODORE TAPE £7.95 
COMMODORE DISK £8,95 
SPECTRUM TAPE £7.95 

AVAILABLE BY MAIL ORDER DULY 
SEND CHEQUE/P. 0. TD 

TANGLE WOOD SOFTWARE VfcPTZ 
157 WARWICK ROAD 
RAYLEIGH 
ESSEX SS6 BSG 

Proprietor: J MOSS 


TOP 20 COMMODORE TOP 20 AMIGA 


1. 

Utman thtdugfrit 

&.W 

%«nofi H 

1699 

i. 

PowBfdntt 

Mf 

MG Combat Pilot 

1699 

3 

Srimobi 

6,99 

Bomber 

19.99 

4. 

UtH4uCh»t)l«s 

E.99 

Fitcgo MlUWi D\it 

■ 6.9S 

5- 

ttBUmop 

6.99 

ShHl Em tip Canal KA 

20.99 

6 

HaN Drtvln 

6» 

Spat a 

25,99 

7, 

Slridftr 

7.25 

Shadow Bf me feast 

ZA95 

a. 

Turbo Outrun 

6.99 

Paper boy 

13.99 

9. 

Now Zealand Story 

6.99 

Continental Circus 

13.99' 

10L 

SC4f>*QlW?l 

10,99 

A-P.6- 

13,99 

IT- 

Hytli 

699 

Stndor 

13.99 

12. 

Cfiase H.fl. 

699 

Mturoil B if a si 

16.96 

11 

nit* Psfi*gerQus 

699 

SUiasi? H.Q, 

1699 

14. 

Ln»r ^uad 

699 

Hard Drrvln 

13.99 

15, 

Rrirngradt! 

699 

Pbwardrin 

16.99 

16. 

Glt04tbU3l&5 It 

69S 

$tunt Car Bacsr 

1E.M 

17. 

9I»duH n Chests 

6.99 

Gaixa s Soccer 

14.99 

IB. 

Allcrnd feast 

6,99 

Opwatiod Tbumi«rboit 

1-6.99 

19. 

ft* Off 

>.» 

Turbe Outrun 

1699 

20. 

Snare 

6.99 

Gbnuls n Ghosts 

1699 


COMMODORE AMIGA 


39 Edmunds Road, Cranwell Village, Sleaford, 
M P Lines, NG34 BEL Phone 0400 62046 
N r G SPECIAL OFFER FOR A LIMITED PERIOD ONLY - 

BUY4&AM£$ANDE^1 MYSTERY CAME FREE 



AMIGA 


CM 



rass 

disc 

100% DYNAMITE 


11.99 

14.99 

A.r.B. 

15.99 

7.49 

9 99 

ACTION FIGHTER 

19.99 

7.99 

11-99 

ALTERED BEAST 

19.99 

7.99 

11.99 

BATMAN THE MOV] E 

19.99 

7.49 

11.99 

BEACH VOLLEY 

10,99 

7.49 

1 L99 

BEVF.RLEYHIL LSCOf 

19.99 

7.99 

11-99 

BLOOD MONEY 

mw 

7.99 

lt.99 

BLOODWYCH 

19.99 

7.99 

H.W 

BOMBER 

23.99 

11.99 1 

15.99 

CABAL 

19.99 

7.99 

11-99 

CARKJER COMMAND 

1999 

11.99 

14.40 

CHASE HQ 


7.99 

1 LOT 

CONTINENTAL CIRCUS 

(5.W 

7,99 

11 99 

DRAGON SPIRIT 

15 99 

7.49 

ll.OT 

GEMJNI WING 

15.99 

7.49 

1199 

GHQSTBUSTFJHU 

19.99 

H.m 

ll.OT 

HARD DRIVEN' 

19.99 

7,99 

11 99 

HEROES OF LANCE 

19.99 

7.49 

13.99 

HILLSFAB 

19.99 

15.99 


IN DIANA JON ES & LAST CRUS A D3- 

19.99 

7.49 

13 99 

MKCAMIJt 


1.99 

14 40 

MOON WALKER 

1999 

7.99 

11.99 

MRHFU 

19.99 

7.49 

9.OT 

[*47 

19-99 

7.99 

10.40 

PC ASCGH3NF SUPSOC 

19.99 

7.99 

hot 

r'JCTIONARY 

19.99 

1) 99 

15.99 

ROCKNROU 

15.99 

7.99 

1] OT 

SCATEGHOST 

15.99 

11.99 

11.99 

7 GATES OF JAMB AJ A 

19.99 

7.99 

HOT 

SHINOBJ 

15.99 


11.99 

SILKWORM 

15.99 

7.49 

ll.OT 

STAR WARS TRIO 

19, W 

10.49 

15 99 

STRIDF.R 

19.99 

7.99 

ll.OT 

EHECMAMl’ 


7.99 

11 99 

THE UNTOUCHABLES 

19.99 

7.99 

ll.OT 

TOLKfilN TRILOGY 


16*9 

14 99 

TOM A JERRY II 

19,99 

7.99 

ll.OT 

TOOB1N 

19.99 

7.99 

1 i 99 

WEIRD DREAMS 

19-99 

7.49 

11 OT 

XENOPHQW 

19.99 

7.49 

ll.OT 


Many uthur titles alsu available. Send for list or ring for further details (7 dayv 
a week]. If you can't see what you wart - git-e us a ring. 

New releases sent on day of release. 

Postage & packing ifKluded for Great Britain H E.C. please add £1.00 per item. 
For overseas please add £2. IX) per item. Please make cheques payable to 
SU NCOM P MAI L ORDER ON LY 


SKT* 


Top fern 
Crazy Gars 
TrrJI 

Cnwy CP’s 
Tnsfl 

ftmiunner 
CauHckofHi 
FKMtifll Msuiger I 
Huniuivj Man 
Bototriill House 
AtrsiGuner 
Ceui^hft 
St'sp Pokr- II* 
Jack in* Ntppp 


COMMODORE SPECIALS 


i 49 Must Die 3 . 3 a 

1 99 BnflJi Ckm# FOGfctl T nrtune* ^ HU 

' « Irveli Uau* 6 !/l 

? ^ tansi uf Boffin a na 

t TO r.-iwifli Pit ami Now Bn^mfeq A OQ 

2 TO Dai+ CjsIIb JW 

1 TO Trivial Pwaufl Genui rt.ffj 

■4.TO Pl'CttlLH 4.09 

■* TO Gtn™- &warH 390 

a TO P re s kie rf ra Massing A TO 

■* TO HjiH Ick 9ad 5 99 

2 TO Par maria A 99 

S TO Pad and 4 J9 

2.99 Gram flnrnt 2 99 


* 

fretHs Piwpfcfli 
Okh'I 5d£Ctr 
t ik Mr 

Stiver itooflertmi 
lmtwchkuk 
□ wtw Ikago- 
OnvOen Thunanfctu: 
Rn^w Fact 
flrtxro 
GtnisiHi 
Duam^be: 

F- FS Cirttal P*k 
*ii on Mdde Earn* 

Q M-l'. - 

CihiHU! Brdje 
Hews nl Hi* I jn(fl 

Dldlfa' l-rl .,1 

fed l-e# 
fl Jinrg Han 

SilfcfWfTr 

Sart 4 l.iriiMH' 

Krrnlwi 

A.F& 

PtoQlMfl flMUdM 

Mime! fit TfW ince 
Hi 1*1 i* 

Ciit* fll At ire Saadi 
H' S' I 

Orem 

**ni] Ukuih 
E k’ji.' Virltv 

Ha n|>.w iL'id: 

5t»l TNllflB 
FVOne-ll LSfcOtfl hijtrj,- 
HfJ Slirm Rrarq 
j:i L.n Kanci 
Tamteack 


B 99 Bam Lifi'. 16 TO 

&«ftisart lj to 

BTO kfra 16 TO 

-6» F-29 Betakilir 16 TO 

6 50 Fay Une 16 TO 

6 TO F Fi«lar= 111 j 'no +un 16 TO 

6 TO kiWnFiFii 15- TO 

6 TO LAJfrSqrad 15 TO 

6 TO Tirittr 16 TO 

t TO fondntuy 16 TO 

STO DyruFTile Ckii if TO 

1C TO iirtr it the Mmn ■ f *j 

l&M VermraUr 15.® 

ID. TO Wort dieMn* 15 . TO 

I G.M UuMt 5bf Itfl Tinn BH0 1| TO 

5 W Adion Hgmer i5 TO 

a TO fiiibfHUfi I sS.TO 

0TO tvsuftjp I6TO 

JW LWmctUlHet HM 

6 94 NfinnmauL^ i g ® 

a to SttN iaKHi hi TO 

9* LwUWisI tfiTO 

6 TO lirtt5HHC(i ii TO 

6 TO DiriJOXi UuMfir flP-efl. Hi ltd 

9 TO Ox>a«xi 4*ant Caiu • to 

6 TO Ota® S4f*aa Batu 13 to 

TOC 14 TO T£t 3J Crw | 1 5 00 

dqc 1 1 TO PLtofcnjj | h TO 

cist 14 TO Piwricds PraiHwd I iftri; 7 TO 
GiH. ' 9 TO F ife- r U; rw. 30 TO 

6 W DmUe&ragonl I3TO 

BTO Cwn-unai 13.91 

HD TO Slryi 13 TO 

6 TO hcnnnrd 1399 

BTO HM3I 1599 

8. TO fantow hlw0; it 99 

1 0 TO La morci 1699 

10 TO tt^PeftictFfc, 1699 

0TO FlnSStaim Htmq It TO 

9 TO 


PLEASE I40TE: Some titles may not be r4to&»d at time of going oul t9 press, thaae wMli be sent o n bay of release. 


AMIGA 

Outnjn 6.W 

L esdarboars 

Mernie Madness 7,50 

Strip Ptikef +■ 5.99 

Bends Tale 7,50 

Alternate fleaHy 6.M 

CasifiD Rouletle 3.99 

Hriini Clougph's Football 
Fortunes 6.99 

Flirnslones 4 99 

Eliminator 5.99 

TV Sports Football 1 2.99 

Barbanoni (Pglftrei 5.U9 

Pftcmamii 7.09 


SPECIALS 

p’Aciand 

Football Manager 
Hunt lor Red October- 
KfiStftl 

T rivial Puraufl s tie* 
Begin rrwig; 
Thunoemii'cis. 
fiurming !vlan 
Shadowflatu 
Londg of Rising Sun 
Rocket Ranger 
Spgftdbair 
Rismart; 

FnghlnigW 


7.99 

7.99 

9.99 
999 

7.99 

6.99 

7.99 
0.99 

13.99 

11.99 
ID. 99 

7 99 

5.99 


Please make cheques and postal orders 
payable to TURBOSOFT. Orders over 
E5 P&F free, un d er E5 please ad d 5Qp per 
item. Europe add El P&P. 
Overseas add Cl ,50 PSP. 

N.B, Please state make of computer and 
cassette or disc, 




PRECIOUS METAL 

Only £1640 

Caplam Bleed, 

.Slfinon. 
CrwyC&rs, 
ArkanoHt B 


PREMIER COLLECTION 

IWv F12-OT 

GHkm, 

IWi 

NctiwrwtirM, 

PfeblAlE 




COMPUTER HITS It 

Orly C6OT 

Tetru, 

Sack Sbaitow, 

GeM&i Pam, 
JosBlada 


LIGHT FORCE 

IMV £16.96 

B-Tffi*. 

Voyage. 

felmdn Called Crusadar, 
IK, 




MAGNUM 4 

OnlymW 

hRErtximef QiwHeUragsn. 
Operatjgn OTtort, 

Bnl T,ii Capeb Crusader 


HITS DISC 1 

Only HOT 

■awatnner, siavgofl. 
Jiipns Probe, 
KBradeJUdu 






IfoTE FOR THE 
WINNERS AND 

WIN YOURSELF! 


W e gave you our idea of the best games of the decade lest 
month. Now ifs your chance to select the best games 
of the 1 989 along with your 1 ga me of the decade ' in our 
annual Reader's Awards, Of course, there are separate awards 
for 64 and Amiga games: vote in either section or both! 

T o give those natural a bstainers amon g you an extra Incentive, 
we’ll pick three forms out of theZZAP! wastepaper bin and give 
the lucky senders £20 worth of software each, together with 
goodie bag s pac ked with free ZZAP subsc ri ption s, T - shi rts , bin- 
ders and Le Clio cameras! Ten runners-up will get the goodie 
bags alone. Send your forms to READE RS h AWARDS 1989, ZZAP I, 
PO Box 10, Ludtow, Shropshire SY8 WB r 
Get your voting form s in by F ebrua ry 29 a n d we’ II a n nounce the 
winners in afew months time. Let your voice be heard and stand 
a chance of collect some great goodies - why don’t they offer 
prizes in a General Election?! 


BEST GAME OF THE YEAR 


BEST COIN OP CONVERSION 


BEST GAME OF THE YEAR 


BEST COiN-OP CONVERSION 


BEST LICENCE (not coin-op) 


BEST LICENCE (not coin-op) 


BEST ORIGINAL GAME 


BEST ORIGINAL GAME 


BEST ADVENTURE 


BEST ADVENTURE 


BEST STRATEGY/RPG GAME 


BEST GRAPHICS 


BEST SOUND 


BEST SOFTWARE HOUSE 


BEST PROGRAMMER/PROGRAMMING TEAM 


BEST ADVERTISEMENT 


BEST BUDGET GAME 


WORST GAME 


BEST GAME OF THE DECADE 


BEST STRATEGY/RPG GAME 


BEST GRAPHICS 


BEST SOUND 


BEST SOFTWARE HOUSE 


BEST PROGRAMMER/PROGRAMMING TEAM 


BEST ADVERTISEMENT 


BEST BUDGET GAME 


WORST GAME 


BEST GAME OF THE DECADE 


ADDRESS 


ADDRESS .... 
| POSTCODE " 



















PREMIER MAIL ORDER 


PftHCE 

ia .99 

24 95 
2495 


A.P.*. 

ACE OF ACE'S 
AFTERBURNER 
ALTERED BEAST 
AMClVWAfcVol 1 r 2orH 
APOtLQia 

ARKANOlE>?R£VFNCF 
ARMALYTE 
ARTICFOX 
6Afi£AfilAN 1FAL) 

BARDS TALE 
BARDS TALE I OR 3 
BATMAN CAfttOCftUSDfi 
BA 1 MAN THE MOW 
BATTLE CHESS 
BATTLE IN NORMANDY 
BATTL e front 
BE ACH VOLLEY 
THE BIZ 
BOM6UZAL 
BUSHIDO 
CABAL 

CAPTAIN BLOOD 
CARRIER COM WAND 
CARRIERS AT WAR 
CHAMPIONSHIP GOLF 
CHASE HQ 
CHUCK YEAGER 
COBRA 
COIN OP H ITS 
CONTINENTAL CIRCUS 
CRA2YCARS 
CRICKET MUSTER 
CRYSTAL CASTLES 
CUftSE OF AZURE BONOS 

eve tfi ball 

cyrfrnoid 

DARK FUSION 
DEATH LORO 
DOMINATOft 
DOUBLE DRAGON 
DOUBLE DRAGON 2 
DRAGQJs NlNjA 
DRAGONS!. AYER 
DRAGON SPIRIT 
DYNAMITEEMJX 
EARTH ORBIT STATION 
tMLYN HUGMESFQOT 
EMPIRE STRIKES BACK 
FNDURORACER 
ESPIONAGE 
EUROPE ABLAZE 
f 15 STRIKE EAGLE 
FAIR MEANS Oft FOUL 
FASFBfttAK 
FIGHTING IQOCEfl 
FISH 


CRM 64 TITLE 
CASS DISK 

5.99 9.99 MIL 

2.99 MIF 

5.99 10.99 MC 

7.99 MC 

14.99 MC 

fi.99 ID 99 MR 

5.99 9.99 * MY 

5.99 NE1 

2.99 MFI 

2.99 NEl 

2.99 5.99 NIC 

12.99 NIS 

6 2S 9 99 OBI 

6 99 9 99 ON 

10 99 !0C 

14.94 QP1 

>4.99 OP 

6.99 9.99 1 OPE 

9.99 OPI 

6 as 9 99 OU 

* 99 9 99 PA( 

5 99 9.99 PA! 

6 99 9.99 PA 1 

9.99 13.99 PEI 

14.93 PHI 

6.99 PH! 

6.99 9 99 PIN 

7 501099 Pih 

2-99 PIT 


10.99 

6,99 9 99 


16 99 
6 99 9 99 

2.99 

6.99 9.99 
1D.99 

1 S« >0 99 
*93 9 99 
6 99 9 99 
4 99 9 99 

5.99 

6 99 9.99 

7.99 1 0.99 

6.99 

4 99 0 99 

5 99 9-99 
3 99 

6.99 9 93 
1499 

6.99 9.9* 
61)9 *93 
2*9 6 99 

7 99 10 99 

11 99 


FOOTMAN 2 EXP KIT 

5.50 

7.99 

FOOTBALL DIRECTOR 

6 45 


FOOTBALL MANAGER 1 

2.99 

6.99 

FOOTBALL MANAGER 2 

6 99 

3.99 

FORGOTTEN WORLD 

6 93 

9 93 

FOX FIGHTS BACK 

6 99 

9 99 

FUN SCHOOL 2 {6to£i 

2 99 

9 49 

FUN SCHOOL 7 LOvrrfl) 

7.90 

9.99 

FUN SCHOOL <under 6) 

7.99 

9.99 

G LINEKER HOTSHOT 

7.45 

10.99 

GALAXY FORCE 

7.99 


GAME SET ft MATCH 2 

8.99 


GARFIELD WINTER 

6. SO 

9 99 

GAUNTLET 

2 99 


GAUNTLF72 

2.99 


GHOST BUSTERS 

2.99 


GHOSTBUSTERS? 

7.99 

10 49 

GHOULS N GHOSTS 

7.50 

999 

GRAND PRIX CIRCUIT 

7.45 

10 39 

GREAT ESCAPt 

233 


GREEN BEftET 

? 33 


GUERILLA WARS 

6 SO 

9 99 

GUIs SHIP 

9 99 

13 99 

HALLS OF MONTEZUMA 


14 99 

HARDBALL 

2.99 


HARO DHIVIN 

6.99 

3.99 

HAWKtYt 

639 

399 

HELLFlfif ATTACK 

2 4S 

10.99 

heroes of lanc e 

7 45 

10 99 

HILLSFAR 


13 99 

HOSTAGES 

6 50 

9.99 

HYPCRSPORTS 

2.99 


1 JONES CRUSADE 

7 50 

1Q99 

INCROWD 

9.99 

10.99 

INC SHRINKING SPHERt 

199 

6 99 

INFlLfftASOH 

2 99 


iNFODROID 

1.99 


INGRIDS BACK 

9.99 

9,34 

INT KARATE 

2.99 

6.94 

INTO EAGLES NEST 

2.99 


JACK THE NIPPER 

2.39 


JEWS 

6.99 


JET&ikE SJMuLATOft 

S 99 


karate ace 

10.45 

12 44 

KICKOFF 

6 99 

9 44 

KONAMI COLLECTION 

6 99 

12 96 

KOREAN WAR 


13 49 

KRAKOUT 

2.99 


LANCELOT 

933 

11 39 

LASER SQUAD 

639 

9 93 

LAST6HNJA 

6 99 

9 99 

LAST NINJA? 

S 44 

9 99 

L'RQAftD'PAFM 

1(3.49 

12 94 

LEGACY OF ANCIENTS 


S 99 

LICENCE TO KILL 

*99 

3 99 

MAR5SAGA 


10 99 

Me ARTH URS W Aft 

13 99 


MARBLE MADNESS 


5 93 

MATCH POINT 

2 93 


MEGA MIX 

3 99 

10.99 

METRQCftOiSS 

2.99 



MlCROSOCCffl. 

MIN I OFFICE 2 
MONTY ON THE RUN 
MQQNWALK Eft 
MQTOfi MASSACRE 
MR HELl 
MYTH 

NETHEflWOfiLD 
NEUROMANCfR 
NFW2FAL AND STORY 
NIOHTRAIDER 
NINJA WARRIOR 
OBLirERATOft 

one on one t. 
too**. dynamite 

OPERATIONHORMur 

OPERATION NEPTUNF 

OPE RATION THUNDERBOLT 

OPERATPDNWOLF 

OUTRUN 

PACMANIA 

PASSING SHOT 

PATTON V ROMMEL 

PFTERBFAfiDSLFY 

PHM PEGASUS 

FHQB-IA 

PINQ PONG 

PffiATES 

PIT STOP 2 

POOL OF RAOIANCf 

ROWER AT SEA 

POWER DRIFT 

PRESIDENT MISSING 

PURPLE SATURN DAY 

OUEDEX 

ft-TYPt 

RACK EM 

RAINBOW ISLAND 

RAFFL ES 

RAM BO 

RAM BO 3 

REACH FOR THE 5TARS 

RE AL G HlOS 1 B USTtftS 

RED HEAT 

REDOCTOBf.fi 

RED STORM RISING 

RENEGADE 

RENEGADE 3 

RESCUE ON TRACTALUS 

RETROGRADE 

HtTUflN OFJEDl 

BiCKDAHGtfiOuS 

ROADRUNNER 

ROBQCOP 

ROCKET RANGER 

ROMMEL 

RUN THE GAUNTLET 
RUSSIA 

5 AM UP Al WARRIOR 

SAN* ION 

SAVAGE 

SCOOftY DOO 

S D.J. [ACTIVISION) 

SENTINEL 

SERVE 4 VOLLEY 

?2<T 

SHINOfill 

SHOOT EM VP CON KIT 

SILFNTSfHVICt 

SILKWORM 

SKATE OR DIC 

SOCCER 0 

SPACE ACE 

SPttDBALL 

SPORTS WORLD BB 

SPY HUMTE R 

5TARFLEET 

STAR WARS 

sfarwars irilogy 
steaith fighter 

STEEtTHUNOFR 

4TOPMIORD 

STRIDE R 

STRIKEFLEET 

STRIP POKER 2 

STUNT CAR RACER 

SUMMER GAMES 

SUPER CYCLE 

SU PER DftAGON SLA* Eft 

SUPREME CHALLENGE 

TKO 

TAITO COINOP5 

TARGETRENEGADE 

TECH NO COP 

TERftAPODS 

rHUNOERHSP&S 

rHUNDEflBLADE 

TIGER ROAD 

TITAN 

TQQBlN 

TOP GUN 

TRACKSUIT MANAGER 
■pbBLE CHAMPIONS 
TURBO OUTRUN 
TU5KER 

VI T) MATE GOLF 
UNTOUCHABLES 
VIGILANTE 

VINDICATORS (DOM ARK) 

W5. BASEBALL 

WAR IN Ml DC3CE EARTH 

WASTELAND 

WE APE THE CHAMPS 

WI7BAIL 

XENQPHOBE 

XYBQT5 

YIEARKUNGFU 

ZAKMcKRAKEN 


CASS DISK SEGA SOFTWARE 
will!* NOW IN STOCK 

;-S „„ SEGA SOFTWARE 

699 9 99 ^arOlN FlGHTtft 
6 « 9» AFTERBURNER 
T.» 4LEXW0D HITECH 


SEGA SOFTWARE 


6.99 9.99 
299 

7 45 10 93 
12 94 

6.99 


ALEX <10 IN MIRACLE WORLD 22.95 


(i « ALEX KlO LOST STARS 

S 99 10 99 ALIEN SYNDROME 
ALTERED BEAST 
>099 ASTRO WARRIOR 
393 AZTEC ADVENTURE 

5 99 9 99 BANK PANIC 

7.50 to. 99 BLACK &ELT 

599 9 99 &LADF EAGLE 3D 
7 SO BOMBER RAID 

6 26 9.99 CALIFORNIA GAMES 
6l99 , nM CAPTAIN SILVER 
fi 99 9^ CHOPLIFTER 

2.99 6 99 CYBORG HUNTER 

5.99 B.33 DOUBLE DRAGON 
|U 1JM ENDURO RACER 
239 F 1 6 

19 99 FANTASY ZONE 
^99 FANTASY ZONE 2 
„ FANTASY ZONE 3 
e.SQ 9:99 GALAXY FORCE 
3 » GANGSTER TOWN 
GH05TBU5TERS 
gqq ^ GHOST HOUSE 
6,m GLOBAL DEFENCE 
7-99 SOLVE LI OUS 
ftSd 14 'S GREAT BASEBALL 
6 33 GREAT BASK ETG AU 

6 SO GREAT FOOTBALL 
GREAT GOLF 

9 99 1 7 99 G RE AT VOLLEYBALL 
6 5D 9 99 ' KENSE1DEN 

2.99 RUNG FU KID 

t « 12 LORD OF THE SWORD 
MAZE HUNTER 3D 
?99 MIRACLE WARRIOR 

6.50 9.99 MISSILE DEFENCE 3D 
!jg MONOPOLY 

6 SO 9 5 WVHERO 

13.99 NINJA 

6 99 9 W OUTRUN 
IZ 399 OUTRUN 3D 

PENGUIN LAND 

3.99 PHANTASY STAR 

1 Z i 2 POSEIDON WARS 3D 
ill POWER STRIKE 

6 99 9 99 PRO FOOTBALL 
10 9914 99 PRO WRESTLING 

IU S ^** TET 

7 5010.99 * rYpfc 

2 9* R A MB 0 3 

>0 SOI? 99 RAMPAGE 

5-99 6 99 r AST AN 
9 99 10 99 ■* 

zh RESCUE MISSION 

10.99 ROCKY 

9.99 SECRET COMMAND 

8 99 10 99 ttj a a i 

9 99 13.99 JHANGHAf 

1099 SHINOBi 

6 SO 9.99 SHOOTING GALLERY 

7.50 9.99 SHOOTING GAMES 

6 99 9 99 SPACE HARRIER 
67M ^99 SPACE HARRIER 3D 
2 *9 SPY V SPY 

*■£ SUPER TENNIS 
TEDDY BOY 

2 99 6 99 THUNOERSLADE 
TIME SOLDIERS 
fZilw transbot 
£39 9 VIGILANTE 

8 99 9 99 WONDERBOY 
7S0 10.99 WONDERBOY3 
™ ,D ' g9 W0MDERBOY MONSTER LAND 
B B9 9 99 WORLD GRAND pft IX 

2.99 WORLD SOCCER 

6.99 9.99 Y’ 5 

ZAXXON3D 
799 ' ZILLION 

7 so 10.99 ZILLION 2 
6 . 5 a 9 99 


7 99 1 a 99 
S.99 1Q.99 


2 99 

699 B 99 

2.99 

3.99 


8 99 10 99 

9 99 13.99 


i™iwA2 iW9 99 V^D[^TOR5([>OMAHK) MGAHAIIDWARE PRICE K]« OfiF <}-g jSv 

04 kD PAR 4 10.9912 99 W S BA56BALL 2 99 3D GLASSES 39 95 S K nfj il 99 Xoffn GLASS LE4&6«BO0ftD ■'? 

riwrotl!?'™ tn !» Sl?MIS? lCEM ™ 6W ,!!2 CONrSOLiTICK H.95 Elg^m?o“! 1 &“ WOWO ?o3» SoI“ t!v 

« UGHT PHASER 29.95 KR1S7AL 17 99 XfiNON 2 MEfiABLftST 15.9- 

itSSAGA TO 39 WE ARE THE CHAMPS '* ! IC.iHT PH4 KP B i C F 4J QK KULT 16 99 KEMOMQRPH 16 9' 

ARTHURSWAft 13 99 WI7BALL 2 99 LIGHT PHASER + SAWARE 44.95 ^*.1 s XYBOT5 12 9' 

.RBLt MADNESS 599 XENOPHOBf 6 99 9 39 MASTER SYSTEM f+SWI n 9 S SoJr&SoIE G« 2AKMCKRACKIN 16^ 

esst i”io.n SEssu.Pi! is 999 s ^ UN 4 129 . 9S 

TROCBDS5 2.99 ZAKMcKRAKEN 10 99 SYSTEM 4-PHASER 99.95 

RAPID FIRE UNIT 5.99 

Ti Hies marked * are n ot yet availabJe o r 1 d w ' 1 1 be sen t on day of re lease . PI ease send theq ue, 1 PO/Access/Visa No. and e*pi ry date to : DEPT ZPQ2* TRY B RlJDG E LTD. 

S BUCKWIN5 SQUARE, BURNT MILLS. BASILDON, ESSEX $$\J 1BJ. 

Please state make and model of computer when ordering. 

P a P inc. UK on orders over £5.00 Less than £5-00 4 Europe add £1 .00 per item, Elsewhere please add £2.00 per item for airmail. 

TNeie offers are available mail order only. 

Tel. orders: 0Z5B 590766 


6 391J 99 
2 99 


TlTLi 

AlfiftOUANf FLANGE R 
A MAX 

A- MAX WITH RDM 
ALTERED BEAST 
AMFGAGOLD HITS 1 
AMOS ' 

ARCHIE LAGOS 
ARCHON COLLECTION 
ARKANOFD 2 FLEVtNGE 
‘ AflMAlVTF 
ARTIC f OK 
AUSTEHLIT2 
BAAL 

BAL Of POWEft 1*90 
0AROS 1 ALE 1 
BAROS TALF 2 
8ATMAN CAPFD CRUSADER 
8ATMAN THE MOVIE 
BATTLE CHE SS 
BATTLEHAWK5 19^2 
BEACH VDLLtr 
BIONIC COMMANDO 
BLOOD MONfY 
80M9EJI 
BOMflU7AL 

■ CABAL 
CAPONE 

CAPTAIN BLOOO 
CARRIER COMMAND 
CHASE HQ 
CHRGNOOUEST 
CMUKIE EGC 1 OR 2 

colossus chess y. 

COMMANDO 
CONTINENTAL ClftCUS 
COSMIC PIRATE 
CRAZY CARS 2 
CY6ERHOID 2 
DAKAR 8* 

DAMOCLF5 
* DA9.IUSB9 
DARK CASTLE 
DATA STORM 
D D HORSE RACING 
DELUXE MUSIC CON KIT 
DtLUXE PAINT J 
Of LUKE PHOTOLAB 
OfL UKE PRINT 2 
DfLLJKE PROOCTION 
DELUXE VIDE O 
OENARI5 

DOUBLE DRAGON 
i>OU0LE DRAGON 7 
DRAftONNINlA 
DRAGONS LA3R 
DRAGON SPIRIT 
DUNGEON MASTER 1MEG 
DYNAMITE DUK 
ELITE 

EMPIRE STRIKES SACK 
Ml COMBAT PILOT 
FALCON Fit 
FALCON MISSION DISC 1 
FED OF FREE TRADE 
FERRARI FORMULA 1 

■ FINAL COMMAND 
FISH 

PLIGHT SiM i 
f Ll DISC 7 OR 1 1 
FIT CH5CEUFLOREAN 
FLT CrISC JAPAN 
FOOTBALL DIRECTOR 2 
FOOTBALL MANAGER. 2 
FCJDT MAN 2 EKP KIT 
FORGOTTEN WORLD 
fU6 SCHOOL } fun r 6) 
FUN SCHOOL 7 [6T0 6J 
FUN SCHOOL 2 |ov« Bf 
FUSION 

GALAXY fOftCE 
GALORE GONS DOMAIN 
GARFIELD 

Garfield winter 

GHOULS N GHOSTS 
GH05TBU5TFR5 2 
goldfn shqc 

GRAND FftlX SIM 2 
GRETZY HOCKEY 
GUERILLA WAft 
GUNSHlP 
HAWKEYE 
HELTER 6KELTFH 
HEROES OF LANCE 
HOSTAGES 

HUNT FOR RED OCTOBER 
HYBRI5 

INC SHRINK SPHERE 
INDY JONES ACTION 
INDY JONES ADVENTURE 
INT KAflATF + 
rNTERCEJ’TQR 
>NTERPHASE 

* IT CAME FROM THE DESERT 
JAWS 
JET 

JOAN OF ARC 
KENNEDY APPROACH 
KICKOFF 

KICK OFF FXTHA TIME 
KIND WORDS 2 
KNIGHT FORCE 
KRISTAL 
KULT 

LASER. SQUAD 
U60ARD eifiDIE 


AMIGA TITLE AMIGA 

15.99 LED STORM 13.95 

134 95 LEISURE SUIT LARRY 2 1*99 

2d* 95 LICENCE TO KILL 1 J.99 

16 99 LIGHTFOfttE 16.99 

16 99 LOMBARD RAC RALLY 14.99 

34 99 LORDS OF RISING SUN 1 9.99 

12 99 LOST PATHOL 16.99 

15.99 MAJOR MOTION 7.99 

8 99 MANHATTAN DEALER 14 99 

14 99 MANIAC MISSION 1 6 99 

11 W MARBLE MADNESS 9 99 

H 99 MlCftOWtOSt SOCCER 14 99 

n ** MILLENIUM 2.2 16.99 

14 9* Mffi H6LI 15.99 

1*99 NEW ZEAL AND STORY 1*99 

5.99 NORTH AND SOUTH 16.99 

17 99 ONSLAUGHT 16.99 

15 99 OPEJtATlOft NEPTUNE 34.99 

16.99 OPERATION THUNDERBOLT 14.99 

17.99 OPERATION WOLF 14 99 

16.99 OUTRUN 7 9* 

16 99 P47 15.99 

799 P.OW 19.99 

16.99 PACLAND 13.99 

16.99 PACMAMA 11.99 

9.99 PASSING SHOT 13.99 

16.99 PETER B-EARDSLEY S2 99 

19 99 PHQfilA 16 99 

7 99 PLAYift MANAGER 12.99 

14 99 POLICE QUEST 16.99 

16.99 ’ POOL OF RADIANCE 19.99 

18 99 POPULOUS 16.99 

11.99 POPULOUS PROMISED LANt> B.99 

16.99 POWtfiDftOME 15.99 

12.99 POWfftDfilFl 16 99 

13.» PRECIOUS MFTAA 16.99 

14 9* PREMIER COLLECTION 16.99 

14*9 PURPLE SATURN DAY 14 99 

1199 RAIDER 11.99 

1* 99 RAINBOW ISLANDS 15.99 

U.99 RE ACH FOR STARS 15.99 

14 9S REAL ghost Bu &T £ RS 1 6.99 

14 99 RED HEAT IS *9 

16 99 RENEGADE 1 Oft 3 14.99 

1 2 99 RETURN OF JEDJ 9.99 

59.99 RtCK DANGEROUS 15.99 

59.99 HOADBtASTERS 13.99 

59.99 BOftOCQP 13*9 

59 99 ROCKET RANGffi 19 99 

69 39 ROLLING THUNDER 7 99 

5933 RUNNING MAN 14.99 

1*99 RUN THE GAUNTLET 15.99 

1 1 .99 5H ADD WG ATE 1 4*9 

11.99 SHADOW OF THE BEAST 22 99 

14.99 SHENO0I 12 39 

79.99 SU ENT SERVICE 1*39 

11.99 SILKWORM 12 99 

16 99 SKATE OH DIE 17 99 

16 99 5KYf OK 2 *99 

>4.99 SPACE HAftRtEiR 2 16 99 

1199 SPEEDBALL 11.99 

16.99 STARGLIDEB2 14 39 

19.99 STAR WARS 9 39 

1 3.99 STAR WARS TRILOGY 1 * 99 

19 33 STEVE DAVIS WOH-.D SNDQKfR 11911 

19 93 StOCK MARKET 7.99 

19 94 STORMLQRD 13.39 

14 99 STORM fROOPEft 14 39 

26.94 STBIDER 13.39 

13.99 STRIP POKFR2+ 9 39 

11.99 STUNT CAR RACER 1S.39 

1199 SUPER HANGON 16 99 

11 93 SUPERBASE PERSONAL 59.95 

1199 SUPER WON DEH&0Y 16.39 

e 99 SWORD OF SQDAN 1 6.99 

12.99 TALfSfilN 17 39 

15.99 TANGLE WOOD 7 39 

15 93 TARGMAN 16 39 

15 99 TECH 1199 

7 99 TtCHNGCOP 13.99 

16 99 TEENAGE QUf EN 11.99 

1199 TEST DRIVE 2 THE DUEL 21 99 

9 49 THEATRE Rl ROPE 14 99 

1199 THREE STQQGfS 7.39 

16 43 THUNDERS LADF 16 39 

1*99 TIME AND MAG1K 1139 

16 99 TIME5 OF LORE 14 39 

ft 99 tOOBIN 13 99 

(S** TftAtKSUTf MANAGER 1199 

14 93 Tftiy PURSUIT N EW BEGIN 1 1 .99 

u.99 TuRtoour run 16.99 

12.99 TVSPOftTSF'fiALl 19.39 

9 99 29 ftETALlATQR 1 6 39 

16 99 ULTIMATE GOLF 1?.99 

14 99 UMS SCENAHiQ 1 6 99 

14 39 UMS SCENARIO 2 3 99 

19 39 UMS 2 T5.99 

939 UNW MILITARY SIM 14.39 

13.99 UNTQUCHAItLfS 16.39 

1*39 ViRMINATQR 14 33 

1*99 VICTORY ROAD 14 39 

15 34 VIGILANTE 10.99 

16 39 ViNDHCATOftS iOomark) 9.99 

13 39 VIRUS 1199 

12 93 VIRUS KILLER 0 93 

M.94 VOYAGER IS 33 

16 99 WANDCRER 1139 

14 99 WAR I N MIDDLE EARTH 1 4 99 

1199 WAT Eft LOO 1699 

7 99 WEIRD DREAMS 14.99 

ji 33 WORLD GLASS LEAKfiBOARD *99 

1 6 39 WORLD TOU R GOLF 3 99 

17 33 Xf NO* 2 MfGABLAST 15 39 

1*99 XENOMQRPH 16 33 

12 99 XT-BOT5 1Z.99 

16 99 2AK MCKRAOKEN 16.99 



am ifieDf 


Pt^cJnn Destruction 3*1 wanted W-ll paw OK 
price, Tape v*nsien«ily . Oontacl Steven Gnoe 
by writing to 1 1 fiosentount Ave. Ellarto, W 
VQrks HX590N Wnteauici. wsnlod for Xmas 


Yorks HX59BN Write quick,, wartlcd for Xmas 
Wnle even aft-ar Xnfcas. For CE4. 

Wanted: Racing OoalfUGtl-Cd SoC by 

Anolasoh on disk tor C-64. Will psy CIO. 
RhOrts 0543 252440 7pm or write to Roy 
AbramowiCz. One Drake Oofl Lichfield 
Staffs. WSlUflSE 

Marauder II disk coper needed 1o copy 
games in case of damage to my msk$ or other 
surtabto copier. Please reply promptly;; let 
Haglay&0^19 Thanks. 

Wanted: Coders, Artists, Musicians to [inn a 
ne w demo group on iha C54. Aisowant&d are 
disk pantacts. To fOtn Of swap contact Chris, 
166 EJaltoi# Roac. Bnghlon. Sussex. Eng'and. 
Phone 02 73 5073U7, 100% reply! 

Qoomdadt'S Revenge on cassette tor 064. 
Price negotisblfr or win swap for other 
gamers). Ring Eddie on 0564 772G32 bei*- 
eeri 7 and 9 pm or write to 23 Avenue Road 
Durridge, SchhuU, West Midlands B93 SUO 


FOR SALE 


C64c. perfect ca r it?.tiW , i, 1541 disk dnye, 
MPS-601 prinler. data reecr-ctof . A FI IV. mouse 
fi cheese, soft ware and over £1000 of orwifial 
oarnes, £450 ono. Prion* Q376 516724 after 
6pm. As* tor Mark. 

for s*ls, OW. loflidse games,, 2 C2N's lead?, 
joysli^t, hardware, games include Etolyn's 
Soccer, Rcbocop Rod Storm R-s*ng, Cham- 
p#on Goh r Leader Beard etc All Tor only £l 1 Q 
ovno. Prion* Julian (01) 531 2436, 

Commodor* &4c. l54T(llj disk dr,™, 1530 
tape deck, joysticks, Acfran FtapJay cartridge, 
games On tape and disk. 11 months old, £300 
Teh 0438 360370. 

CBM 64. 1541 r*sk an**, m^S 901 printer 
wth 1Q0U shews paper. C2N datosotte AH 
Wiflh dust cavern, except condition. £300 + 
worth ortyinel software, ;OySliCks, bonks, 
manuals, all is^KiS Input. £400 .Phone John 
01 733 4053. 


Gfi4 lor sale Data recorder £250 pi genkfS 
mctotJulg Run EheGsuntlW. Forgotten Worlds, 
The in Crowd, Last Ninja If, Gafhanan It. Oniy 
E2Q0. Write to l, Williams,, 28 Neddie Gtove, 
Sell Green, Coventry CV6 7LN. 

Commodore fl* software f nr sale. Many titles 
Available, prices stan from 50p. For liat sand 
large -&AF to Michael Vanple, 5 WoodsidB 
Cotta.. Nathans Lane, Highwood. Chelmsford 
EuaMCMl 3RO, 

CBM64. the new model m it&originai bo*. p»u9 
30 of the LmjsI games worth £300 and 
datasatte wilh easyoaad adjuster Aii tor drift 
ClCKJ Ring (0494) 765560 for more details. 

Cl 28, bata&ette. 15 Qi games on disk Will 
sell for £250 ono. Write 16 David Cross 33 
Sykes SfrMt, Nawbey. Rochdase, Lancs. 
QL 1 6 4JP or phone On 0706 84 1 ESI evenings. 

GomnnodGr* 64 wilri tape deck, disk, dnve, 
colour portatjie TV, joystick, over 1 SO games, 
vs#itkJ& magazines and computer books. 
£2M. Tel: Uncom (0522) 694 720 

C64t, dalasette. joystick, Action Replay cer- 
Iridge, moose and bhaese, manuals, £300 
warlh of games including Operation WoH . Last 
Ninja. AfliP Sumer. Wiil sell tor £225. As new, 
still in box, Tel: St Helens (0744) 28436, 

CBMB4, 8 months cM, dataoaaMto. loysttck, 
new power pack, magaz nes and books plus 
C2Q0 or anginal soU’w.are Examples- Haw- 
keye, Deft*. Barb. M etc. Bargain al £7 Phone 
Abdul on 01 272 2149 No lime wasters 
ptoni. 


CBM64, diji drive f^kll, CjN, over 90 games 
(tape and disk} me The Hits. Armetyie, Maw- 
keye. Delta, blank d sk3. twd joysticks, disk 
boxes, manuals Rir.g Patrick on Q730&T 4779 
ijlturfipm. £ 1 fit} the tot 1 

Atari 520 StFAl, mouse 8 mat. 2 j&ySticks, 
joystick attention leads, over 35 games 
dalalmk cible. SliU boxeef. Worth over £1000 
sell tor £3$0, Bernard P Wnile. 0 Soulh 
Serrwood Roaa, Ki.-aylh, Giasgow, Scptiafid 
Gfifi 0 EZ Phone Kilsyth 021356. 

WOW! CM, C2J4, 1570 u sk dnve, mpnem, 
Actran Replay MkV, 1523 printer planar, 
speech, joysticks, Worth £500. software worth 
Cl 500. Bargain £600 th* Ibl. Will sell 3*pa^ 
ralfrty. C8B Ben on 01 670 3072 after 7pm. 


064c, dalasefte. ipysuck. £200 of original 
game? mosdy Gc-d Medals ar>d Siszlers Pef- 
tscl condition, slill boxed, i-ieil for £250, wnn '1 
sell Ipr lass. Got In go quick. The perfect gift 
fur Xmas, Phone Daniel 01 550 7409. 

Cfl4, No datosattea linked wilri backup 
device, two ibysticks and over E400 worth c?i 
software including Last hinia I end II Barba- 
rian, fhalucn and many mors Ba^gam at £200 
Ovno. Call Adrian on 10734) 702209 5-6pm 
weekdays. 

064, 1541 disk, drive, joysticks, over 200 
games tape and n$x and a data CSSSfltle 
Only £250 Phone 07962 3479 of write to 72 
Gtoheiands, Pulbwough. W SusseH RH20 
2JJ Quick 


35 WOROS FOR ONLY C2.501 

Trisusands ol Commodcx* computet owners across the wortd redd 2ZAP 1 every month The 
Reader DwffiedS are your tow -cost Opportunity to reach rhfln- * i a small *d whether you warn 
to buy sell swap pr advise And it a simple- a one -oHimt tot up to 35 wo- * tor £2 VJ J jf.i fill 
in the lorm below' 


CLASSIFIED HEADINGS 

22AP 1 Readaf CtoMrtied 5*cti(to is nol open 1o trade or commercial advertiser but Fanjmes 
may use It The head ngs arn ssH-expianatory WANTED. FOR SALE SWAPLINF UkFR 
QR0UP3. PALS. 4HZ.HSS .nd EVENTS OlABYta ,^.Lp " « 1!^ " 

pianh«] events: However, be Oketoi aboul ZZaP' publishing daies #irh trie tael' 


HOW TO PLACE YOUR SMALL AD 

Gul out and send ofl the form., together with your payment 6l £2 50 per enlry lorm jehequea « 
ftoStal outers prilnbly, mate payabtotp NEWSFILE) LT5: Priotoccp.es ol Ehetorm are act ep- 

■ The max imum a 35 words 

■ The service is not open lo tradatobmmerci# advertises 

■ Smaa : ads will be pnnied n ir* iir^t avaiiabla i asuto 

■ Trie wJ tor reaerves i he nghllo refuse ads wn-ch do not comply withnonnai dtCsm practice 

or whitn could be nterprolert as encburag.og software piracy 


ZZAP! READER CLASSIFIEDS 

Send to ZZAP: READER CLASSIFIEDS, PD floi 10. Ludtow. S^rnpanif* SY* f &B 

Nam* 


Posicode 


Tick Classified heading: 

□Wanted —f or Sato □ =l sn P a is [“User Grr^ps “IFeni.nep 

r^vems Diary ; ]Miacellan*ous 

Method of payment JCrieque '"'Posia Order 

Wm* ycur aitverl isement here tee woto p#i boi and include name address and phone 
nymriet it you want triaie pnnied 



I 
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CBM 64 1541 disk dnvg, C6M l?Ol cosauf 
monitor C2Ntapedeck, |ay£tick. Neas mcuse 
and cheese i 5-0 odd James BOHi new fille*. 
Wonh E7M, will sell t of C345 cnn. Pfione 
Slfine om U252 313652 after 4pm on weak', 
days. 

Rare sale, six year CDilacIian Gfl4t r disk dnrt, 
2xC2N. joysticks. mooM, manuals, 
magazines. disk box, reset swntcb. 13G ■ 
disks, 120 tapes, 7-10 i games Value E64Q0, 
sell lor only C460. Phone 040? 0,7381 & after 
0pm. 

Commodore #4 fur salt' In excellent condi- 
tion with lap* deck, joystick, manuals and 40 
games jncludmg Rcibocop, Thunder Blade. 
Dragon Ninja eft: . AIMor £ 1 20. Paul Bygrfives . 
41 Lovelace Df.ve. Pyrincd, Wakinq GlJ£2 
SOV. 


CC4g. C2N datasatle, Iwd joysticks. Cornmn- 
dote MPS i23<i pHfinier, &;■; box«d, an uiiefer 5 
monlhs old, over 40 cjamas. WiL sel ibr C2? 0 
or nearast offer Contact Was ang Lok after 
6pm on CM 4002002 

Cft4712fl 1541 dish drive, MRS SOI printer 
plus data cassette. 100+ games 31m some 
books. ! want £25C or vno only. AM calls after 
.5pm, TtH:02Q2 694 097. 


CWeorrtatts wintwf. Disk only. Send lists or 
disks Id: Richard, Van tmslweg 5?, 

AppeischB- Holland. 100% reply. 

I wish all C64 and Amiga freaks a Happy 
How Year. Sene latest to NME. Bosrode 24. 
?Jl7 fiN Leiden. Hollars 


Nnbit chtese mouse and software FI 5 ono. 
Experl cartridge and disk for disk user C20. All 
as new. Phone Stu on I092&] 71 1^19- 


G94 CONTACTS WANTED! Sand to Reece, 
13 . Brudeniell &-ive. Jerrapombeaffa Ouean- 
beyan N S.W. 2610, Aoslrelia. Phone (Q62) 
333034 All totters answered DIeL and tapes 
gel priority. Wfilenowl 

We went to swap the lalesl stuff for G&4. On 
disk on!y. AM otters and disks Will be 
answered UVrils lo Gax - Corso Cavo.jr 329. 
191 DO LA Spazia, flaly. 

Amiga contacts wanted lor swap, hints, etc 
Send disks and/or Wl I 00% reply! Write now 
io: Fredrik Bildsiroem, l&gr 10. 93151 Skel- 
leftea. Sweden. Please write last' 


Commodore 154t diak drive, k/ D S BQ! print - 
ei disks. Eflsy Fito, Easy Speti, Easy Script 
£200 Telephone Falmouth 0326 74550. Tre- 
gan&on , Lanianva. Periryn, Cornwall trio 


C64 1541 issk drive, G2N tape deck, over 
9500 worth el g^ftwairfi, over 50 disks in 
bpxas. |oya!ic*, Action Ftepnay Wk5 Pro ear- 
IriQge. manuals and toads- Worth V90U- . Sell 
dh*y £295 ono, Phone David (OSOGi 4 1 795S. 


Amiga contacts wanted. Guaranteed 100% 
reply. Sand k sis tc-; Duncan White, 38 1 S Chevy 
Chase, Pod. Arthur, Taxas 77642, USA. 


COR BLIMEY S' A C64. E^dalorator - disk 
drive rwq quality py-si tks, tape recorder and 
£?045 worth ol hghry rated games for sale 
Wofth ei am, F500 arm. Phone (ogss* 2?[>r9 
between fipm and 10pm 


Do you want a fast and reliabta swapping 
contact? Search no mere ant) write 10 Tom 
Raiertsen Sle nneset 39. 52QQ Os. Norway. 



MISCELLANEOUS 


Making money has never been eas-flr gram's 
100% legal. Earn FIDO's each monlh. For 
lurther Info send SAF to Scan Brulnell. 77 
Green Lane, Wickers I ay, Rc-lherham Soudh 
Yorkshire. 365 0HU. Ydu'K never regral it. 

Win the Pools w th my Commodore 64 Pools 
Ffttdiebon program I have! Malhemalical 
probobiimes. not lorm, Send Ei2.BG cav 
sette. Disk soon. X. Pitman 20 Cheslet Way 
Fe*lgate, darrow, Tyne and Wear NE32 4TJ 

Earn u p la Cl 000 a week using a fumpie llrwn- 
diat method working in your spare lime. For a 
free information pack send torrjii 5AE to Mr M 
Ftyltef, 1 5 Longfellow Ave, flotton, Lancs. Bl3 
3TH, 


CBM 64 Piddle Domain software available. 
We hive Ihe best dtomos. Utilities and games 
at cheap prices No membership = or 0 
lisl send BAE to S.W.S., 165 Callowbroak 
Line Ftubery, Birningham B45 9TG 

Earn C-EEEEs simply and legalty. Fqrfree infa 
Send SAE 10 Su^on Shelrtor. 30 Tannery 
Close, Woodhouso, Sheft«5l(JSi3 7LR Don't 
miiS Ihe chanced! a life lime. 


OK ZZAPl readers , you tna gpn play Nfegap- 
r-sr, Br tems lop PEM motor racing game. 65 
dri vera. 30 teams 1 0 tracks, Sla T t up £ 2 , lums 
&Dp. Mare dela Is - send SAE lo Male Sims, 76 
Mount Ruad. Canle'tmry, Kant CT1 1 YF 

To Buddy! Hundreds pf pokes and passwords 
for your G&4 (ind odes inslroctionsl aM typed in 

ftiphabeticai order Please send £i arid sae 
1o: A. Crcmplon, 66 hnnson Road. Denwen. 
Lancs, BB3 3AP 


aa«iReo^ 


0 




STRIDE 0 NI/H 0 TLINE COMP 

(US Gold, Issue 54) 


Cor, if I was as lucky as the fortunate fellow: 

winner of this classic comp I'd 
be able to watch all those great 

fishy films in the comfort of my Andrew Gore, SKELMERSO ALE 

own bowl - i love the f Jaws r WN86DEL 
fiims (apart from the sad 

endings!). The first prize was a 20 runners-up get copies of 
brill iant Sony Video Walkman that fab US Gold romp r 
which goes to the extremely Strides' . . . 

David Nicholson, 5HIPHAY TQ2 7HAj Leon Tong, LONDON N8 9TA; 
Thomas 8 rettefl , DU D LE Y D VI 2 6 R : Garry Wtsem a n „ OSWE STRY S Y 1 0 
7LX; Cecil Dyer r LONDON E7 9HS; Stephen Booth, SUTTON COLDFIELD 
B7fi SJCF; David Aley, HORNCHURCH RM1 2 SBH; Marc Louflhlm, 

FAR N0O ROUGH GU14 &BY; Rajan Verma, WOLVERHAMPTON WV4 
SAP; M F Aslett, CAM6ERLEY GU16 6SD; Colin Neal, READING RG6 
2UW; Kevin Tulloch, CROYDON CRO 7YB; Sinh Huynh, LONDON SE1S 
6EG; Satnam Samra, SOUTHALL U61 1PD; iaion Fowler, NORWICH 
NR10 3QU; John Webb r READING RGB BDH; James Eeli , SHEFFIELD SI 0 
5NP; Steven Tang, LONDON SE1 5 6EG; G Raw ling, MANCHESTER MZ7 
3RP; Adam Wright, NORTHAMPTON NN 3 1 YD. 


LONDON E7 8LB; Stephen Carl Gurgan, DROMORE 6125 

Maker, WIRRALL630U; James UX; P W Shaw, OLDHAM OL4 

Solomon, W.HAGLEY DY9 4 PR: Eden Patrick, HAVERHILL 

ONY; D 5 Broderick, LINCOLN CB9 0NG: Andrew Clarke, 

LN6 3NY; Ravi Verma, ROCHDALE OL1 6 3UB. 

WOLVERHAMPTON WV4 SAP; 


with Ken the Fish 


I’LL SHOW YOU WHAT TO DO 
WITH YER ?!$$??! FREE 


Apparently someof youdialled 
thewrong numberformyfishy 
phoneline ■ the correct one is 
Q89B 5550351 - and got the 
competition hotline instead. 

As consolation for those poor 
soles who made this near-fatal 
mistake, ten of them (that 


many?! 1 ) will get a LOAD-IT 
tape deck - they may still dial 
wrong numbers but they won't 
ever have any more loading 
problems . . , 

8 Howell, BURNHAM-ON-SEA 
TAB 2DB; Saiful Abedin, 


MODEMS C 0 MP(Compunet. Issue 54) 


plus a three month Compunet 
Gold Account [whatever that 
is!) . , . 

Andrew Capper, SPALDING 
PE1 1 3AF; Ryan Forrest, 
LIVERPOOL L23 ORL; Bjorn 
Tillaert, BELGIUM; Mikael 
Cederqvist, FINLAND; James 
Burton, BLACKPOOL. 


LOAD-IT/HOTLINE COMP 

(Mills Associates, Issue 53) 


As all fish fanciers know, 
modems have rn fact nothing 
to do with computers and 
phones at afl they're actually 
vicious deep sea sharks which 
eat Rottweilers for breakfast. 
And as there's no ’Dangerous 
Fish 1 ' Act you can set them on 
niggling neighbours without 
fear of prosecution! 

Five winners get a modem 


For those philistines who didn't catch my first foreign 
language lesson on the fishy phoneline {0898 55086 - it's 
great!), tough! Here is the second invaluable lesson to 
prepare you for 1992, 


Eccles cake el repete . . . 

KEN: Je voudrais du Tetrafin, Mme Halibut. 

HALI8UT: Mars Qui Monsieur Ken, nous avons aussi les 
dawsons et des o'connors! 

KEN; Non mere!, je n'est pas un gros gourmand (and I'm 
not deaf either!). 


Und jetzt etwas m Deutsch . . . 

KEN: Vee hef vayz off making you svim! 

HERR PIECE: Bttte kbnnen Sie English sprechen? Mein 
Deutsch ist nicht so gut. 

KEN: Eh?| 
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i^otKjy 

i jtfON/TgJ 


r tV SS" ff r 


primers IMPSHM iiDG Mi ero but ,iK, . 
(ir> i e ntTc-mt prirlrr- i[P^ON STAR 

Citizen. Panasonic cic 

T hi 1 HARDl.OPV functiQn jiutomaiu ally 
dhstingishrs befwwn HIKES and itJftts 
Mulh colour graphics ar? convened in|r> 
i h adl 's of grpy fh^ PSE T allow 

vr>u lo detide cm Large'S mall and 
Normal Invirce- printing 
The printer PSET toncriuns an? 


A (MirtHul BASIC-Tooltil lAddifmiul 
he-lpfu I lommjndu thar lOnvdcrably 
omplihei programming ,md rfebugginu 

AUTO HAfcDCAT AlNUM-HIK 

audio hardcopy repeat 

COLOR MIX! AAFf 

OEIK INFO TRACE 

DELFT! KEV UNNfcYV 

DOKE PAUSE QUIT 

DUMP P LIST MONITOR 

FIND I LOAD I LOAD 

RElyUWHS A/vr? modifies all Itte 


LHrn« POWER CARTRIDGE you can work 
up rr> 10 limes Easier w»rh your dar.i 
ret order The Tapp commands ,m hK‘ 

uvr-d IP VOUT tiwn pimgrjmFi 

LOAD SAVE VERIFY 

M!*CI AUDIO 


A pujwerryl machine language mc?mic?r 
that ra readily available and leaver all *i 
VOUr CommodOif ftlf mrjh,' .iv,i IhI;iIi- lor 
programming 

Also works m HAS I [ROM AERnaL and 
I U areas. 


Set) rfrfn Uon Swyatfr CV-rrfriNTJr ■ 
EPSON mode i w^' 
SMlTH-CtMtONA mode Onh 
Turns the printing VO degrees" 
HAKDCOPk ietti/iu iur 
MP$B02f152b. 


Onlhf bilk Of ihr POWER (..AH I Hll)(,| 
fN-re is a fiew-i Bui ton Pressihg ibis 
ballon makes a ^PTCJAI MtNL; appear 
r jH the Si ri-en 

IhrS I urn Hon will work wilh any 
programme 

C'fJNTENLfl AlVinvi |<i n'iurti ip 
mw prirgnm 
Return to ftASEC 
\rtrnul ftlHJ 
SJYT'h tibe iyrrffinb nr the 
mrmary onto i thsk The 
program nn la- reloaded 
Nrer kt. r r Hr BKMD loiftmed 

by CONTmut 
fit St r pt any program 
As BACKUP Disk tmt to 
TAPE. 


Bn image nutfir 

Setting tiiwrrSUppt-r i air dntJ 

sending Control Codes. 

Ail i hmcters dr r pnnted , n an 

unmodified dtte 

Aum? a Sena! printer ami Jfjtfs 

the User jwhT available 

5e^ the Secondary addres-i w.w 

HAR0COFY wrrh Serial Bus 

Adds a Une-teed. t'HtfJ fltfj. 

after every fine 

Swrti hes PS FT (I ntt 


* ashmile 

£ COMPAQ 
D IJIV 
UUYllll 

i m 

C CO 
m Huir 


I INKRPRtr 
I ILIMP 
l LOAD 
m Yiimofi' 

P PIHsI 
E tKilkril 


T rCANSFft 
Y YEllFl 
W WALK 

1 inn 

I DIRECTOR 
001 Commjrkk 


BASFf 

K«r 

rOTAI 

BACKUP 

DISK 


Unng. PfJVLFtt CARTR1DU yr>u can load 
sip in h. times j aster 1n>m disk 
The.- Disk commands i.jn be used m you 
own p'ugrams. 

OLCkAD 
PSAVf 
DISK 

Ml ICE 


RF&rr all 

TOTAL 

BACKUP 

TAPE 

HARDCOPY Ar any mr>mcnf. poors nut 
j Haedcu-pv or the w rr-en 
Using CO\)l M f 
littenna/ds ™ fan nefLrJrt 
lo the program 

MONITOR - Tikes y*ru into the .M ,/i tone 
language Monitor. 


The POVy Eft CASTS I DOE ttsmams a wn 
eillecewe Pnniei muriate, ihat sell 
detects M j prmrrr is connetled la rhe 
^end I Hus nr LJser- Pprl 
il will firm- 1 all Commodore cbjrai lors rm 
E pMm ,md compatible prinNrs 
The prinltfr-inieiFai e hjs a variety oF sef- 
up possihil iiie ■. Ii ran produce 
HARfK [.JPY c.ii screens not only un Serial 


DIR 

DEVICE 


Bilim Davices Lid CKwa i-ol .v.iihcinse ty 
pJdS&rl is autyonsfl Ine nukmg dy any means 0« 
tor anypurpas? wharsoevw &| up*? gr 
adapcdfli E)f mpynghy earns t< uther pmieeied 
malehai, and uiv?n oi (he Ptwei C»rt.T0ae nus-i 
attain ltie n««5ary prior oonserri fcjr irm 
rnakaip ot Such enpw* Qr adapnor* imm ail 
tBPynqtt and CHhor ngW pamera COIteeirmtl 
Sw UK Ccpyr^N 1 EJflsqns s Palems Ad l-JP,e 


7wt> fittbff prtigrrfms , j n 
be mergetf into one. 

KA'irfi DESK KMJ I ji‘1 ipncf 
rommancf.l dr/effly to yfiUC 
rf/fk 


BDL 


SB BEWICK ROAD 
GATESHEAD 
TYNE AND WEAR 
NEB 1R$ 


TFl mi duo ■jr'i fc-dMi iijti 'mar jn:e > *K- 'ii H 
Tb ixnw Airr»n'Yi* HMH - w AD p*T ia* » SPL 

ftdtKW.rsi yj.r 

|Ke^«hki E1»pMY^it* low -ClB.1Bind.YA1 
frFOCTffwt«BESse Owr,™«iita so 

■R^n^wnr Mb Dus* tnatrmtr vr„i H iD »>ac»F:rrir.«.Oni Z 1 ihklr'W>» ft iff 
fiWT.OLH Nl ■ »a6 ' 14 l ft^?5 F#x iTB 'Bi-S' 

THikfiC MO EJCPCMT EHQuT A|J nytLOOUE 


ENGLAND 




BUcon Devices Ltd 









HARWOODS 



YOUR FIRST CHOICE FOR AMIGA 


Po.lt 


NEW AMIGA POWERPUTY PACKS 

Yes* Gordon Norwood Compeers hove yet ogoin 
improved the value of their legendary offers with 
the launch of the dl new Powerplcy Pads which 
now Include mega releases such as BATMAN THE 



f 


when vev look al the list of ever 20 $&tra items 


n ye 

ITS GDI TO BE THE BEST DIAL Df ALIN 1 DIEGO, 
YOUR AMIGA AMIGO, HAS EVER COME UP WITH! 
REMEMBER, ALL OUR PACKS CONTAIN AMIGA’S WITH: 
THE FOLLOWING STANDARD FEATURES 


□ 51 ?K ft AM 

LI tMb D4ik Drive 

□ 4tW6 taiofln 

□ Midli T-s.kng 

□ BiMlr-te S-pMdi 
SfWlH k«sfa 


□ Mhii 


gliw MopirIs 


□ 3 OwfithM Ak 

□ Worlifroicli 1.3 



THE COMPLETE aXuGA gAmeC 
PACK RIGHT NOW! 


Tfie NEW AMIGA P0WIRPLAY PACK now comes with OVER TWENTY 
ITEMS ABSOLUTELY FREE! Tills odds up to MORE THAN £400 SAVING! 


5 rs te™ Disks. 

□ Itldulafl 1.3 


□ A| GoMA« CbUh 


ALL OUR PRICES INCLUDE VAT 
AND STANDARD DELIVERY SERVICE 


PACK 

PACK 

PACK 


Amigo ASM Computer 
(See std. features k) 
BATMAN THE MOVIE 
NEW ZEALAND STORY 
FIS INTERCEPTOR 

Ikari Wcrrwrs 

Barbarian 

nwixferrc.lL 

Terrcrpwk 

Art oF Oms- 

Wiibali 


Murrflntuy (Qmj»ndii;iTi 
Inanity HglR 
Amegas 
Deluxe Paint II 
Mk rotoler Joystick 
ID Blank 15’ Dish 
Disk Library Lise 
Houni Mat 
Tnilorwl Amiga (ewer 
Tulondl Disk 
IY Hodulfltor 
(PACK 1 ONLY) 


Bi adtuxe giving up tn 16. rights 

FREE HOTEL ACCOMMODATION 
FOR 2 at aver ?S0 Tap UK Knfak 

SEE WHAT m MEAN 
ABOUT COMPLETE! 

You won't notd to buy 
filling bIh lor ages! 


anything also lor agasi 

£399 



□ 


OR SPREAD mt COST WTTH 
■ OOR CREDIT FACILITIES I 




Containing the Super Pawerplcy Pock 1, 


lg tn 

AND o Philips Stereo CM 8833 Monitor 
PLUS a free Tailored Monitor Dust Cover, 


£599 




GORDON HARWOOD 
YOUR FIRST CHOICE 
FOR ANYTHING AMIGA! 




AMIGA AND COLOUR PRINTER PACK 

Tata our Powrokw Park 2 and odd Star's larlnstk 
LOO COLOUR TWITS, Id give you the uhuncrle 
colour hame entertainment computer system!!! 

Ox, ir you prurur an ntteniaiive S m^U 


NEW POWER PRO PACK 4 CONSISTS OF. 


Amigo ISMtojmxilw 
Philip* (W BS33 (dour Mwrlcr 
'it 5 1 ICIO Colour 


►ACK prmtei From wlhiii our lange 

naiw i &tdftfeicf EW»-*S«id vStt #% ■* A A 

PACK 3 IS^W' £799 

- - - . - . wypiHtlwainHWHHt) 9 * 


PACK 

PACK 


Tite Works I fit kji atad iwora i &«****. 

4 Sdfwiie Potkogo 4 W <$**&*. , . 

Tor, 3 r Honk Dido i Ufarvy A 


(amputw 1 Maiitri Bust town* 
Mouse Mai 


£799 
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HARWOODS THE NAME YOU CAN TRUST 24H0R 




CREDIT FACILITIES 


ORDERING MADE EAST ■ COMPARE OUR SERVICE 


Gordon Harwaad hniptilen are licked adit brokers and 
lutilies ro pay irsim} out Bute I Account Scheme 
am offered an nwsl icEin:,. APR 25 . 2 % 

1 2-36 Month aedl safe terms are imuioble to mas: entails 
simply phone or write- and we will send written deftuk dong 
with cm Qppkcriiiffl form 
iHi Hppfrta:!j(H5 are- reared in odvamd 


Credit latnu with «r without a depoiit, 

tan be tailored fa Suit your needs, 


OAHU IT PHONE: %« nr 2th Outer fath* rang ywa 

JktnL Ifeo v Lwttad Gwb* fob ■HAq 

ante It PHONC: Me dm?*, tomm. WLfc, s lOOoty In hs 

V pc-.mi ;-d«P go f cihK la GORDON IIAHYtOUCi Ml^LlE tRj 

tUi PtfsoieH of btf,c«si ubenuee i^|u/e F dn ji dwnjnw froo dolt 

Of iMtip 1 Won q'Ait: inn bi (tfspSiW) 

FAT AT TOUt BANK: If you ml In poy by Crate fiia lnrchir of 
1MH Mi Me.. pHom br Adnflv 

FREE FDSTW DEUVIRTi Gat* n W hinbnd \\ i iujr *tarp> 
D* CDWiFR SFINN(T. 15 (it; mipr deni for nuU mriUng «uv 
dtlirerf. (HI Mgr4di^. (hden rwimtfy ik ip t mlW mdfyoi loalpl 
nl iKifTWi or diBfH ilsmifCbif. 


After yae’vt jpurdroied tawn ttirwoedt wa’B nffi be here rot n-mpiei ely 
iirtiily you tfewU tm y probtom tiriUL 




1» WIHaANTT: H pgA prow hi k bu*, M rby; qf 

pUrtii« ihfly k rtokiud -ptth t WP* UHI \ hi Hi* ri*Bpdiir iil iht 

gtnmriM ppkJ, irf mnn^f iipoin«ili!btiHujtFI(E Df tHMDLi 


ftiLlEfnON fACIlfTT: -.v r hmhrcwpiir or mittlor rnn 

friFn ynte tKane FREE Ct CHARGE friq pw led I UK Mtiflbnd oiRytl 


uueo 


FUU TESTING HtCKEMIftt Mi isinp^n me ltww)lll ? l**d vm * 
ilr-.fi-: •:li e; nsro « y;p(J‘[d wifti mote (rug efcara rewired 















MONITORS 

PHILIPS CM 8833 STEREO 

lull 14" Stereo High Resolution Colour 
Monitor {h-igbfcr rpH. than the CBM I0B4S 
now distonHiwed, reputed by the CIM 1084) 

□ Twin Speakers □ Hjqh Conlra^t Tube 
j SCART Euro-canfrotlor fillet! as standard 

□ 'Green Screen Switch, for shamed lex) mode 
LI RGB/ Al,, Til,. Comp. Video & stereo audio inputs 

□ Can also be aid as n TV with iwner or VCR 

□ FeoturBs fold down lift-stand 
j Carnpalible wrtb inosl 1 mkrcw. 

j FREE lend for computer of your choice 
j ONLY FROM HARWOODS. J 2 Month replacement 
warranty for major faults 

^-■£229 

COMMODORE 1084 

M 1 4" High Resolution Colour MONITOR 

j RGB/W. nilmnpoiite 
j fide* £ audio inputs 
J Suplid with ttmfe for 
j AHffl, CGA PL C1444-I2B 


£209 


GRAPHICS 

HARDWARE 


OJGitfM Mill 
V-**"* 1 'wjfi « iCiiJ caLQiii«e 
J ieuAIms Murtd N»P]r Tcnim]| 
fj*m P Ur. IH? ttW m 1 4* 
Utf hM> (teiMt-'h £|j9 ^ 

K oral droid 

ubiMril nmwd (Oh itf of* 
irttiOpOT frniB umu i 
i r.tnsr.X-vm+r>- 

VJDfO TQ RGB SPUTTER 

Ittr L’nir i .-nrc iip4 iq*ili ltd 

fHiandbkH 

* r^n< im«i ia * nbm »t*> 

MMn GaM ir*>nK [bw <]Mtur# parti 

_“*! EUH.95 

KENOJUi car LOCKS 

fysMBW 

H836 pejOtfM LT49.00 


F«* "it 
igrakp w. rar^ 

O h A Ml 'wild 


SUPER PiC 

WDMthraptfwB'jGp** 
i<«Mr "it.- fifw flf«W 
rtdm bpurjittrtl. 
lidiai^e'liitwiilohAw, 
raHpNli flirt mu me un a tlmdK 
itjf: iwHtkr tx *ok matin HHi 
rl ■ uiini Nialn Cafat Ej twbr 
inp p^Mn ait th-.v.j niw 

SWBf Pria.^£4W 

ciuis 


HHACHI VIDEO ttMHJ 
QW.f 5 


iLLUieiNAim tm item? 
i UfU oj^JuLIt djir li« tipi In 

C 19 .. 9 S 


PRINTERS 


AH prlnte-ri in our range are Dot-Matrix 
ana include Ihe following features... 

Standard Cen ironies parallel port for direct 
connection to tmw, PC's, ST etc frrid come with.,. 
FREE CONNECTOR CABLES! 

CITtZEN 1 200 FULL 2 TEAR WARRANTY 

Vwy itlinfek low cmi printer, iriirdttMMUt idwfwes 
avmble Err Cent ravin R$ 232 or Serial type lor 
CBM Male. Cl 49.95 

STAR LC10 

Qur most popular Mww Dot-Malm prrnrler 

and at a super low prat £169.95 

STAR LC10 Mkll 

Brand mw superhsi Mkll version of the wet 
popular LCl Ll printer. 

J Mull.ple fom options from from jane! 
j Esio-knl paper handing 
j Simultaneous, tonrinuous and single 
sheet stationery 

STAR Ltlfl COLOUR 

Cakur versiori of the L(.10.„ 

□ Allows fdl tflfour dumps from Amigo 
LI Sujrtfi luxt qualify 
J CttiusebluiK LC SO ribbons 
J Our most popular colour printer! 

STAR LC 24 10 

21 Pin verson of ihe Star LC Series wilh 
exceptional loiter print quality 


E1S4.95 


£209.95 


£249.95 


M gm Sim praten qji yuuiiru liLs^ct. urhdi as ■^jedl lEi-v Eanuta;: . i4 ki 
alis m Ik uK mi i . PteiiM fo ijno. i > fal &*Ufinfl him. wie» am Uun 
iw^icaiif.rrtMyitfli.piiria n* at S» tkienrn U 
then: » inters QD tlOi {hi> a lainr t9. wamjnfs 1 , and Will hOl BE SHV1QD 
BY 1HM siunid llit ueed mtu. 

L f 4 #«ikijibi iwhIil". la^f kfti3)54*dirr liuM 3 Pin UK lyf>c |ihy »-idii 


ACCESSORIES 

COMMODORE 

USUI HAW PACK Cl 19.95 

[jENU-IHt C&W rampoik wilh red licni Lanory boded dock. Ihh 
add-aii DOES HOT Imulkble CwrnnsdofeiwnBity. 

A500 POWER SUPPLY £49.95 

GENUINE CRM ^ supply at« »in lit 

AS20 TV MODULATOR £19,95 

Supplied wjih ofl the iwcoMffy tdifei 

QUALITY ACCESSORIES 

REPLACEMENT MOUSE Great Uti Oily. + £29.95 

MtcrorwTtilwl mouse buHons, high re»?ui»on oredwnfiir. 

FLOPPY DISKETTES 

GENUINE COMMODORE BISKS 

Tmi 1 y .Crimmodort Di.diry ni Only, £ 1 4.95 

QUALITY CERTIFIED 3.5" BULK DiSXS Supplied with labdrlj 
mo, wiih libreiy case j'Ml E 9.49 

Too, wrniud ■Broil ce.49 

Nwid-fll, uncoscd F] l] f | Ji jil £69,00 

Hundred, Mth L'MKAUlE sjorc^e case tjfitijLifcll £7 4 .95 

JOYSTICKS 

MICROS LASTEK ttfl rawilthwi, ttrcorki quaiy £ 12.95 
lIPSTlOt SUPlRPim fcotewnoi pw^K I M n S.95 


m ORDER HOTLINE - 0773 836781 



visit om SHOWROOM 

Piute cull IS ice rn whore Hr hi range of □dtBrfiicd pMUlutf s, 

AND MORE, Is on sole, Cow and see for year wll l lw ORHiing Amigo 
oimI s wbolo host of (Msciphei ali, soft wore and citco ssorlss , 

RENUMBER, Wi ARE NOT JUST ANOTHER 
MAIL ORDER COMPANY. 

AN listed prints « wtiii YOU FAY, md there ore NO HIOOEN EXTlASt 
VAT dud MitMO ore indbidod Aid prices ore tfrnrxT ot limp of adH 

MHNIiUOt 

Onerr subferr io avalbbilery and we «n early advertised prk«. 


STORAGE 
DEVICES 

HARD DRIVES 

COMMODORE A590 IffMb HARD DISK DRIVE 
FOR AMIGA AS0G 

CMmadiHe s own bard drive t a ill- A50D 

□ /uitalMoo Mrtth Kkkii&i (.3 

□ Soclffllr for up to 2Mb SAW ixwirartna 
j ton b-i enpanckni m bl 2B talc 

□ DWoccer, 

□ Etsiemd SCSSpofl 

□ SUPPLIB WITH FREE Q.SMb MEMORY EXFMfROM 
{Ki detdbd tea* ‘Hod M tlpgrodel 

SUPER LOW PRICE OMLY...E399.00 

A 590 HARO DISK 5 1 2K UPGRADE 

y Onboard, fa up lo t, in s1t»», ping 2Mb told 

□ UjpftUlbdmhMMlhASBt 

GREAT OFFER AT ONIY £S9.9S 

30 & 50Mb AMORIVE HARD DISK FOR THE ASOO 

□ 41 m losl Bsr«5S drive 

□ In* SCSI up to SDOWuc an iluncoi d ASOO 
Q Sinft-kl power supply 

j 1 2 Monrh ItEPlAttMFHT wrnroqly inckidec 
j 2 Year nwronly aoilabis 

30Mb VcrsiDit at only **.£399 .00 
50 Mb Version «Unly w £475.00 
40Nlh VORTEX HARD DRIVi FOR BOTH 
AMIGA ASOO AND AMIGA A 1000 

□ for belli ASOfr imdAIOOS or *pp»»d 

□ AmalK«b GW ANY Acdga 

GREAT VALUE AT ONLY W £499.DO 
FLOPPY DRIVES 

EXTERNAL FLOPPY DISK DRIVES 

Tin drrVfli Iblcd bebw bnri Hm lotbwiag fwliifei... 

j fr^/Ontibki -Mriarh 
j IjwWipol 

j. tffl tarilahl.UiperciJrtl 

□ SfiobtofeX^JlOM.WWra 

CUMAftA CAX 354 3.5" SECOND DRIVi 

Q ?Smm Super dimline 3, S' drrap 

A REAL BARGAIN AT ONLY...C89.9S 
CUMANA CA* 10S0S 5.25" SECOND DRIVE 

□ Amiga MIS and MS BOS (wapnlilile 

SAVE MORE THAN EVER^El 29.95 

HARWOODS SUPERSUM Si" SECOND DRIVE 

□ ijtItq ’foruju and B: not value tout 

'SURE RLJM PRICE* 0NLY...C69.95 


/Irnty* SOFTWARE 

RBSIW.AM. ,»«*,*,- JB‘ W 
traRsei!.-.^ nrn.TUM.* i9fl,w 

MMUKiAl ClDJTI 

lirr imM imw iBfl.ti 

r.d Wa* V #r rniH< ftv.-nr y: t vrn * OKI fer- H ■air r r« Ptoi 

wuut-i trt9.es 

Ita art F— Ll oviwit i«3&* -.«# at* «> 3 s! iKln. 

Li " 6 


r% 




GORDON HARWOOD COMPUTERS 

DEPT, ZAP /B2, 09-71 HIGH STREET 
AIFRETON, DERBYSHIRE, DE5 7DP 
iTLtfm a3b?8i FAX:D773 B31040 










AT LAST! 

COMMODORE l/C SPARES 

AT DISCOUNT PRICES 
hjr C64, C L6, +4, C 128 and Amiga 


CIA 

6926 

£9.99 

ROM 

90L227-OJ £8.99 

MPU 

6910 

£9,99 

ROM 

901223-01 

£7.99 

PLA 

9061 14-01 

£9,99 

SOUND 

6561 

£14.99 

ROM 

901226-01 

£12.99 

RAM 

4164 

£2.99 


C64 USER TORT RE-SET SWITCHES £5.4? 

MIC R(J MATE REPAIRABLE C64 POWER SUPPLY UNITS. SUPERB QUALITY 
WERE £29.99 NOW £24.99 
Cftl, Clft, +4, SERVICE MANUALS £19,90 
A 1 1 1 irki-n include ]h fr park i ng, li j mJ ting a nd V AT-st-nd you r TjuI i y i-ump u i r- r 
and P.S.U. forest 3 man and repair from £9.99 + pairs +■ carriage + VAT. 

SEND CHEQUE/P,Q, ACCESS/VISA CARDS WELCOM E 

ELECTRONIC SERVICES 

17ft VICTORIA ROAD WEST, OJEVF.LEYS, BLACKPOOL, FYS INF 
TeL (D2SJ| S227QR 


ADVENTURE 

HELPLINE 



LHi you play uirnpiiifcr advenluics? 
Hu vc you ever been fcbctsd wiih .l 
smiiijinK iinpossjhJc ■diujuion? 

WE CAN HELP 

• M I'k |i+ llutak 1 l-Lill km, I Up* IkUlt M rk 4t.\ 


Out adventure rescue 
team work 7 days and 7 
evenings a week and will 
be pleased to answer 
your queries. No w open 
till midnight. 

We offer help with any 
games or any computer 
-so if you are tearing 
your hair out ring this 
number now! 

0898 338 933 


t Jill'* l'IUTl'x'tJ .11 -hfi *11111 I lirjp“i;||L'. ,i| ..llulliri I iiiil'a 


TECHADE 

A RANGE OF Dt AG N OSTIC/F AU LT FINDING 
GUIDES IN A MANUAL FORMAT 

* NO TECHNICAL KNOWLEDGE REQUIRED TO USE 
THE MANUAL 

* NO COMPLICATED CIRCUIT DIAGRAMS USED 
OR REQUIRED 

* DESIGNED TO BE USED WITH INEXPENSIVE 
TOOLS 

* ELEMENT OF TEACHING COMPUTER 
SYSTEM/OPERATION 

* IMMEDIATE DESPATCH BY FIRST CLASS POST 

* FREE EXPLANATORY LEAFLET (S.A.E. PLEASE) 

MANUALS AVAILABLE NOW FOR C64 AND CMC 
(PLEASE STATE WHICH COMPUTER) 

AT £9.95 + SOp p&p 

AMIGA VERSION AVAILABLE LATE DEC ’69 
AT £ 1 9.95 + 50p p&p 


REPAIRS 


"FULLY INCLUSIVE PR ICES* 12 MONTHS WARRANTY* 

G64 £25.00 C64C £28.00 

C 1 2S £30 .00 C+4 £25. 00 

C16 £20.00 1541 {Logic Fits) £25.00 

AMIGA C5Q (Excludes D/Dhve Replacement) 
Monitors and Printers - Quotation Trade Enquiries welcome 

MIDLAND COMPUTER 
REPAIR SERVICES 

U nrt 1 , The O Id Da iry, N orth St., Melton Mowbray, Laics. LE 1 3 1 ML 
Tel: (0663) 4101 48 




RIP-ROARING RESETS 


Army Moves 


New Zealand Story 


Poke 14088,173 
SYS 841 5 


Poke 3215,173 
SYS 2306 


Phobia 


Bubble Bobble Power Pyramids 


Commando 2 (Duel) Red Heat 


Poke 2454,174 

Forgotten Worlds 

Poke 52038,101 
Poke 3273,191 
Poke 25537,191 
Poke 33953,101 
Poke 35697,165 
SYS 13695 


Poke 3108,165 
SYS 11883 

Renegade 

Poke 42107.165 
SYS 37263 

Rocket Ranger (Nazi Aircraft 
blasting scene) 


Ninja Commando 

Poke 10457,173 
SYS 14849 

Peter Packrat 

Poke 532 14,1 73 (Infinite Lives) 
Poke 48546,1 73 (Infinite Time) 
SYS 32768 


Poke 5390,1 89 
Poke 40039,189 

SYS 4260 

Platoon 

level 1 

Poke 46811.173 
SYS 14063 

Level 3 

Poke 5613,1 73 
Poke 49255,1 73 
Poke 7505,173 
SYS 7402 


1240,189 
SYS 58518 


Poke 59725,202 
SYS 2966 


Batman -Ike Gaped 
Crusader 


Part 1 

11641.173 
2075 
2 

12077.173 
SYS 64584 


The Mone 


4866,173 

1624 


Bombo 


Poke 11417,173 
SYS 387 


Bombuzal 


Poke 5490,173 
SYS 12452 


" 1 

WHAT D’YOU MEAN, 
XMAS IS OVER?! 

It r s very tricky trying to write a post-Xmas 
introduction when it's the middle of 
, December and the big time hasn’t quite 
arrived yet (and I’ve still no ideas for pre- 
sents). I hope you’ve had a whale of a time ’ 
celebrating Xmas, Boxing Day, New Year’s 
Day, the Day after New Year’s day etc — you 
know, all those occasions which merit celeb- 
ration! 

[ Anyway, I hope you’ve spent some of those 

k days off playing the latest games (while you 
I weren’t stuffing yourselves with Christmas 
pud or being sick!). So, what are you waiting 
for? Send those tips in. 


Frantic Freddie 

Poke 907,1 65 
SYS 16501 

Gryzor 

Poke 13476,189 
Poke 29187,189 

Helix 

Poke 8500,44 
Poke 13135,44 
Poke 13622,44 
SYS 4096 

Kextik (Never heard of this 
one but give it a go anyway!) 

Poke 23392,76 
Poke 23393, 101 
Poke 23394,91 
SYS 22177 

Ms. Pac-Man 

Poke 8090 ,173 
Poke 30498 ,173 
SYS 37262 


Poke 7368,165 (Unlimited Roc- 
ket Rangers.) 

SYS 6067 

Salamander 

Poke 23575,165 
SYS 24019 

Skate Crazy 
Virus 

Poke 5 196, 173 
Poke 51 866,173 
SYS 4907 

Xenon 

Poke 26356, 173 
SYS 2004 8 

Thanks lor the resets go to Dob 
Stevens (who says hello to Ady) 
with extra than ks to Woody from 
the delightfully named Cabal 
Court in Muigrave, Victoria, 
Australia. G’day to ya Woody, 
keep those tips speshes co mi ng 
and have a Fosters on us, 
y "hear? 71 IE 
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THE SOUND OF MUSIC - 
THE RETURN 

35*192 

Press keys 1 to 5 to listen to the 


An Ocean of music hacks float 
Ludlow way this month with 
pokes for a good few of the 
games from Manny way cour- 
tesy of Jon Barry of Walsall and 
Dimitri Ar$ of Lewedorp across 
the Channel in Holland. You 
need a n ESET SWITC H for these 
hacks to work, rf you haven’t got 
one, why not? 

To use the music hacks just 
perform the following. . . . 

1} Load up the relevant game. 

2) Reset it with a reset switch 
(got one now?). 

3) Type in the relevant music 
hack listing and save It out 
to tape/disk. 

4) RUN the program and use 
the game-specific Instruc- 
tions accompanying each 
hack. 


OPERATION WOLF 

(Ocean) 

10 REM OPERATION WOLF 
MUSIC - HACKED BY 
DIMITRI APS 

20 I 49152 

30 FOR X-0 TO 1 16: READ A: 
POKE I, A: 1=1+1: G— G+A: 
NEXT X 

40 IF 0=13062 THEN PRINT 
C HR${1 47)' 1 OK! E USE KEYS 
1-5 FOR TUNES”: SYS 
49152 

50 PRINT “ERROR IN DATA 
EM!ir*:END 

100 DATA 120.169,192*1 41,21* 
3 ,1 69*66*141 ,20,3,1 69, 

1,141,2.6,206,169,127, 
141,13 

110 DATA 220,169,53,133,1, 

1 62*0*32, 1 32,235 ,1 69, 

55,133,1*68*32*228, 

255,201,49 

120 DATA 240*19*201*50* 
240,20*201 ,51 

130 DATA 240,201 ,52,240, 
22,201,53,240,23, 
76,35.192.162,0, 
76,103*192,162,1*76 

140 DATA 103,192,162,2.76* 

103.192.162.3.76, 

103.192.162.4.76, 
103,192,236*25*208 

150 DATA 169*53*133,1*32, 
33*236*169,55*133* 
1,76,49,234,169, 
53,133,1,32*182, 

235 

160 DAT A 169 *55 ,133 ,1*76, 


tunes. 


STEVE DAVIS' 
SNOOKER 

(CDS) 

Load up this 'interesting’ game, 
reset it and type SYS 4096 for 
Pot f3tec*-ish music (shouldn't 
it be Stephen Hendry f s Snooker 
now???)* 

SILKWORM 

(Virgin) 

Marc Litherland of Prestatyn in 
Clwyd isn’t too arcade action 
minded; instead he's delved info 
the code to extract music for 
those of you into all th ings aural, 

10 FOR X- 32768 TO 32781 
20 READ Y: POKE X,Y: N EXT X 
30 SYS 32768 

40 DATA 1 20*1 69,53*1 33.1 *32* 
0 

50 DATA 252,32,90,252,76,8* 
126 


-G'Day cobbers? Derek Cadman 

here of Brisbane* Down Under 
with a coupie of music pokes.’ 
Ta* Del, take it away! . . * 

R-TYPE 

(Electric Dreams) 

Load up the game, reset it* and 
type SYS 2469 for the music 
when confronting the end of 
level 1 alien. 

Or reset and type SYS 2476 f o r 
the game music. 

WIZ8ALL 

(Ocean) 

1 REM WIZBALLSONIX 5 N' 
FX 

2 REM (C) 1 989 JON BARRY 


3 REM ; 

10 FOR T -49152 TO 49360: 
READ A$ 

11 L=ASC(LE FT$( A$, 1 JJ-55: 
L=L-(L<5)*7 

12 fl = ASC(RI GHT$(A$(1 )]-55: 
R-R-(R<5r7 

13 A~L*16+ R: C=G + A; POKE 
Tjt NEXT 

14 IF C- 261 72 THEN SYS 
49152 

15 PRINT "DATA 

ERRDRSt!!!!! !!!!”: END 

16 : 

20 DATA 7&*A9,7F*8D,0D 1 DC, 
A9.4C ,80,06 

22 DATA 7E.8D t D7,7D,A9*60 T 
BD.0E*7E,A9 

24 DATA 35*85,01 ,EE*2D*D0* 
A2*00,86,FE 

26 DATA 20,Q A, B9.A6 ,FE, EA, 
GA,10,F5*AD 

28 DAT A 01 ,7 E, E8*6E*20, DO , 
20*77,00^9 

30 DATA FF*CD,12,D0*D0,FB, 
F0,DD,A9,O2 

32 DATA 8D*EF 1 BS,8O,F0, B8, 
A9,00,ED,03 

34 DATA 60*02, A9.03,8D, IB, 

CO, 6C,56, CO 

36 DATA 20,00,47,40^1 ,45* 

1 A,2F,3D*13 

38 DATA 21 ,00*28*05,38*00* 
18*DO,05*A9 

40 DATA 20*80,27 ,00,00,1 5, 
00*03,40,03 

42 DATA 70^9,00,80, EF,B8* 
40*53*45 A5 

44 DATA FF*30*03*4C*AD*GO, 
20*AD*C0,A5 

46 DATA FF,30 l 4B,C9,3A,BO, 
09,38^9,31 

48 DATA 30*1 1^A*4C,3A,C0 r 
C9.58, B0*09 

50 DATA 38.E9.41 ,30,Q4*AS, 
4C,5F,C0*20 

52 DATA D0,47,A9 r AD,SD,27 r 
C0*A9.0O.6D 

54 DATA 1 6,00,60^,00*65, 
00*9D, 00,02 

56 DATA E8,D0, F8*A9,37 ,85, 
01,20*9F,FF 

58 DATA A4,C5,B9 r 8l*ES,8D, 
FF,C2,A2,00 

60 DATA BD,00,G£,95,00,E8, 
DO,F8*60 

Press 1 to 9 fo hear the different 
tunes or press A to 2 to hear the 
different FX. Pressing any other 
key (eg SPACE] will atop the cur- 
rent sonic outburst. 


DRAGON NINJA 

(OCEAN) 


10 REM DRAGON NINJA 
MUSIC* HACKED BY 
DIMITRI ARS 

20 1=49152 

I 30 FOR X=Q T0 107: READ A: 


POKE l*A: 1=1+1: C=C+A; 
NEXT X 

40 IF C -11855 THEN PRINT 
CMRS(147TOKt!USE KEYS 
1-4 FOR TUNES": SYS 
49152 

50 PRINT "ERROR IN DATA 

MIUnPiEND 

100 DATA 120,189*1 92*141* 
21,3*169,77,141* 
20,3,169,1,141* 

26,208,169,127, 

141*13 

110 DATA 220,169,53*133,1, 
162,0,32,118*224, 
189,55,133,1,88* 
32.228,255,201 ,49 
1 20 DATA 240*1 5*201 ,50,240, 
16,201,51 

130 DATA 240,17,201 ,52*240* 
18,76,35,192,162* 
0,76,94,192,162, 

6 76 

140 DATA 94,1 92,1 62*1 8,76, 
94,192,162,12*76, 
94.192,238,25*208 
150 DATA 169,53,133,1*32* 
72,225*169,55,133, 
1*76*49,234,169, 
53,133,1*32*118 
224 

160 DATA 169*55*1 33,1, 

76,35*192 

Press key&l te4for the different 
g ame tunes. 

THE VINDICATOR 

(Imagine) 

30 FOR X=0 TO 4: READ A: 
POKE !,A:M+1:C=C+A: 
NEXT X 

40 IF CoSI 63 THEN 60 
SO PRINT CHRS(147): FOR 
X-6T015: PRINT: NEXTX: 
PRINT "USE KEYS 1-3FOR 
TUNES”: END 

60 PRINT "ERROR IN DATA 
!!!!!!!!! It! II": END 
100 DATA 120*1 69, 192, 141, 
21*3,169,60,141, 
20,3*169,1,141, 

26,208,169,127, 

141,13 

110 DATA 220*162*3,32,210* 

41 ,88*32,228,255, 
201,49,240,11*201, 
50,240,12,201*51 
120 DATA 240, 13,76,27*1 92, 
162,3,76,69,192, 

162,1,76 

130 DATA 69,192*162,2,76, 
69,192,238,25,208 
140 DATA 32,69.42,76,49, 
234,32,21 0*41, 

76,27*192 

Only three tunes to listen to this 
time but press 1 to 3 to listen to 
them anyway! 


DENARIS- THE TIPS 

(US Gold) 


A great blast from the past and not without controversy: remember 
all that KatakisfR-Type business that mucked up the ZZAP! 
megatape a while back? 

Waffle bit over with, here are some much needed tips for this 
9 olden oldie, from Daniel Pike and Vuouf Ouraichi {think I got that 
right) from New Malden, Surrey as well as Andrew Beamish of Pen- 
withick, St. Austell, together with a poke for the disk version. You 
need a Reset Switch to get the poke to work, though. 

1) Load the game in a normal manner 

2) Press FI to load the first level 

3) After the game starts, reset the machine and enter 
POKE 1 1471 ,173: SYS 2201 followed by a Return 

4) After some disk access, a corrupted first level will appear, so kill 
yourself and get back to the title page. 

5) Start the game as normal, and now when you collect the blue 
spheres your shields last forever I This doesn’t protect you from the 
ground, mother aliens, and some missiles, so keep the satellite on 
the ship. 


Level 1 (Asteroid Field) — At the start try and shoot all the Mercedes signs 
(!) to give you more of a chance of grabbing the all-important blue sphere. 


I 





ALTERED BEAST 

(Activision) 


must go to Slephen Jakab of Sutton Coldfield Wesi 
M-dtends. Why? Wei,, he contributed a lot of the C artndge Come! 
tips for last issue and didn’t get a mention!! Weil, it was like this the 
i? nd PO * k&5 part * d company! Honest! Anyway, to make 
f^" d i ™ pnn *' n 9 these A/fered Beast tips that Stephen has sent 
in and ffris time he gets a mention, 

Level t 

watch f °K nd ' n ^t c [ eature > ust after ,he 4 stone Pillars, but 

watch out for the zombies just before it. 

if you are in two-player mode, let one of you collect all the spirit balls 
i you turn into the beast as that player can now protect the other 
player un t jJ 1 he can turn into the beast . Then there's no stoppi nq you 

NpK V h!mi«H ^ Ue d ^° ns bv l Uft1 P |ri 9 ° y er them or onto a higher level, if 
Ne» himself appears to rise up, and you are in one-player mode rush into 

Z t te?S‘ s 0, " lewl baddy Just h0W ,be ,ire button dow(i and 

Level 2 

are the jumping head-eaters. Kick or low-punchi 
h l ^ they ' e on lhe 9 f0und - The fettles of the rattle snakes should! 
5? lo 5f£ ro ^. tbe Snahe ‘ The en^-ot- lever baddy is no problem! 
l0 underneath the dish spewing out eyeballs and put on the autotire, j 

Level 3 

The main problem or this level is the mass of running chickens (they look 

™ e tn^h LF . pr ' 3ht a " l£ . f0 ™ e " Rob H] - sta V in m| ddte of the screen 
near to the top on a ledge if possible. When you become the beast keeo 
pressmg lire to keep somersaulting as long as there aren 't any holes. P 
Jn.y use your bad breath' on the end-of- level baddy; keep pressing 

Z klti f w " has movM in a bil - foNow » ard ™p*§ 

Level 4 

AmoredfflGult level metfrnks. Not much to say for this one but when you 
become the beast use duck punches instead of the specie! wipori 
f ^ n v 0u come to the N el f-created creat ure g o to the farrioht-hand side 
i the screen and hold down (ire. Youwon’tioseanvenerov nverthisnnei 


Level 2 (Outer Cample*) - Thq worse things here are the little grey walking i 
things. Make sure you destroy thorn just as they enter the screen. Kill the " 
guardian as before but watch out for the potshots at you; just move up 
to a voi d t he m or do wn to let the satel I ite get them . If you have permanent 
shields then you don't have to worry about the aliens at all 

L*vei 3 (Inner Complex) - Keep the satellite on the front and watch out for 
homicidal hang-gliders and otherthings attacking from behind To kill the 
big fish -thing, line up with its moulh and keep firing. 

Level 4 (Computer Core) - Don't moveunlil you comeout of the red tunnel 
Blast everyth i ng in sight and watc h out forchips and LEDs flyi n g towards 
you. The overgrown ZX-&1 at the end is quick: to dodge it just move to 
the extreme to p of the sc reen , Shoot at the reef chip. If you real ly want to 
be clever, pul the satellite on the back and shoot it from the back!! 

Level 5 (Grey Wastes) - The most let h al a liens here are the small red t h mgs , 
ba$i cs I ly because there are so man y of them — however , I hey ' re easy to 
wipe out with the " Power-moai 11 (red icon). Shoot the guardian in the 
mouth and watch out for potshots like in level 2. 

Level 6 (Deep Space) - Keep to the centre of the screen at the start to avoid 
the large blocks, Avoid the twin spaceships whtch fire at you by flyinq 
under them. When you arrive at the large spaceship, fly under it and then 
go into the area where the aliens are floating. To kill the guardian, shoot 
it in the mouth. If you have no shields then very slowly move up (c r down) 
towards the mouth, letting the satellite protect you from the shots 

Level 7 (Rawer Core) - This level is easy with a shield, Without, you must 
avoid the red spaceships that attack and shoot you from behind. If you 
can get the satellite behind the ship, you'll be safe. To avoid them other- 
wise, look at the diagram To kill the guardian shoot it in the eyes but 
watch out for potshots like in level 2. 

Level 0 (Brain Centra) - Avoid the spaceships at the start by flying over 
them. Shoot as many bubbles as possible to gain the extras. One wave 
of aliens attack from behind but they are slow and don't fire so are easy 
to avoid. The brain is destroyed by shooting its centre. 

Level 9 (Techno-City) - Watch out for the minelayers; destroy the mines 
with the satel I ite .The guard mn is tricky and needs to be dest royed bit by 
bit. Destroy the front half by shooting it in the mouth. The other half then 
turns around to attack. Usually it files so quickly it ploughs straight into 
yout ship. So when you destroy the first half, move down (or up) the 
screen just in case. When it moves back a bit h shoot it in the mouth. 

Level 10 (Lava Lakes) - Due to the aggresive aliens Ibis level is practically 
impossible without a shield. The honeycomb structures can be cleared 
Wjth the satellite. Avoid the large rectangular ships, as you near the end 
of th e level , by moving to the top of the screen . Watch out for satel lite d is- 
hesas these will fire at you To kill the guardian, shoot him in the mouth. 

Level 1 1 (Crystal Caves) - The satel lite and shield are taken away at the start 
of this level As long as you collect a satellite and keep it on the front of 
the ship, you li be safe. Don"! fly into the flashing squares as these are 
mines. The enef-of- level guardian is easy to destroy - just shoot it in the 
centre. 

Lev&l 12 (Home Work!) ■ This is the final level of the machine world where 
the beasi lives. Without a shield it is the most deadly level with around 20 
s pntes , al I a rn i ed to the teeth . Bas ically you don’t stand m u ch a chance. 

The best way to survive is by collecting a speed-up and the gyro-mines 
l the gr ee ; i icon) and t h en kil 1 1 he alien hord es as qu ickly as possib le . The 
beast at the end is destroyed by shooting it in the mouth, ft you have no 
shield:, left you must, of course, avoid the massive amounts of flak to sur 
vive-it ain't easy!! 

the mo 

After destroying the beast the credits load in and the whole machine 
world explod es . Cong ratuf ations!! 

Here’s a run-down of the special weapons 

Cannon 

Grade 1 - Simple laser cannon, gradually dividing to give 
Grade 2 - Twin harpoon lasers 

Grade 3 - Twin beam lasers, finally giving a small pulsar cannon 

Missiles 

Grade T - One missile 
Grade 2- Two missiles 

Shield 

Basically three levels: light blue, blue, and red, which give 
you shielding of gradually increasing duration. 
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THE UNTOUCHABLES 

(Ocean) 

tomrwr, no less}. Get those violin cases SuIlSI? *5 t,ps ind ** 

raaders an earty m mmSR 


Level 1 - The Warehouse 

master this level? ^eToVow^qtriomat^ ^ '* took ma a B as *° 
after me). '"'lowing irrformahon is very useful (repeat 

Gure *£> nml 1 *? H,SerS provide f0ses (energy) 

f^ssSSSffir- 

Capone (surely you knew that') ™ nt 515 have eviden ce against 
Guys with blue trousers arejustplain nasty and do no, gi v6y0(J anytNng . 

heai when? ■' bad guy has 'dron' pen' ^ rase" h' S ° 1 N 1 because you can then 

■ without, using energy. 

to be killed which is why a aun in ? v ^j? n 9UyS need tob * shoX two times 

It st^to JJ'SE w^ndS then ° coa * “ ha * 

.nergybutfeo^^^" ™" d * ba ™ ^ ™W tot 
as i mportant as energy. 10110 run ’ Re member„ time is 

" bis ^SSSSSS^S ^ ' hat hard a " d » ia toeemml 

"Main end 9 again ( would have drawn « m=n£ S a PP eflra ' Certain places 
maps!). ouia nave drawn a map but I'm useless at drawing 

gpr:^r™sr pin9 ^ ^ * ** as 

be' o^m-law^asdoMa sToucanSttfo ^ 0r l the crate a }evei 

down. When he walks (hS other knocking the white guy 

fu" of bullets until the arrow turns ^ v J hite PiJpbehinc| bim and pump him 

get to tte^pi^of evkJ^c4 bef^e anofh d "h^ 31 n ’ ak( ' n order to 
■ y DIJ n , r Ji inni £ ’ L ce before another bad quvdoes 

heart because the r&gt of ^ no1 gJve U P 

ticu makes perfect. 9 ■ e is worth seeing, and nememberprac- 

Lovol 2 — The Bridge 

An absotute doddie this level, especially when compared to level 

showing where a bu*let ra^lttina oMh ' h '' l)|Jtto aim us 'iglhe black mark I 
Donotrclloffthe^hthandlfl^* reSn ° nC:e 11 has been shot. 

!? a " d y °“ are purtin 9 youraelf at risk heScr8en asy0ud ° not need 

Srfon?e?™a^dlsa^ear^ you^ha^ comptete^b^leveL 9 ** 8 ^ 0 ^ 

Lever 3 - The Alleys ‘ i 

5 S£ 32 * 5 M|^fe§® 5 SS^' is SBSential ■ 

* gSS* ,h * ,eft S,de ° f ,he - aa " * 'be right side is | 


6u use? up all your bullets m 9 ngmsioo Is 

allows you to chouse rL unToochabie Xh LT!" 9 shot and 
can also reposition the aim target on this screen Do^nm^nd^o 


he much doing this. 

IP' ,to ^ ettects *"*eyou can haar what her 

Level 4 - The RaiJway Station 

J can b& done hn& 4 ^ jjj 11 ne toc> “ Ed )l if shows what 

The baby fai^n g 0u f of 1 ra Jf , ™f ? T \ * ake the ^oub\^ to do so. 
level better thS ft did leveF P i * funnv and me tune fit® this 

H ^COH as leva, t, bu, don , panic! 

level. 1 " you can do <"* first level, you can do this 

start Although there^ a g^yman Lth^trHbv'wh W ' ,h0llt * trilby od f0f a 
can easily spot him because teal™v,w^r, jm,JS ' 801 6e 6l ' 01 . V°“ 

> Obvious tips there). Keep the pram i“he ^ddf^ fL y ° U Can <,8irty 
unless, here are no steps In the middle ih vlhh** ° * hS play area 
down the left-hand set of stairs ' h h case move th»pram 

5 SS£lrifr irs as * da p™-. 

slarrs and stops i, from ™«ng "if fhis hall* °' * he pram on 8 set «* 
or right to get it past the bvsta n"JL^ wil PP ° flB pUSh th * P ram ’eft 
bystander. Remember when the orammn Can d ° ** 1 ‘ s 5h< >ot the 
scn&en the baby fties out and fW P ^° ves otf th ® fop of the 

lidtyf * ° Ut and d,e$ " wh,ch 15 not good for your pub- 

5 SiESSSS; ia ^ way of tha IWH shoo, him. 

I it left or right. The pra m moveslnthem canshoot,h « P'arn to move 

baby loses some eneravTou cmefl a 612 ^? of ,he bu " a » a « d We 
Inc) ergy I You cruel fiend, you!— Outraged Mothers 

" 22® *" iSh lhe leV ^' 156 prepa ' ad 'or level 5 which Mows 

Level s - Rescue The Accountant 

fflWttj accountant from tmeto 

aim the gun ready. Shoot and turn bis faS^? fr ° m the side so 

this sentence is censored thefntw^f amass of (the rest o, the 

that?!? - Rob H» terests of d9cen( =y (Decency, what's 

Level 6 -Nitty Gets His 

bly^i v4 n ^?% S n 1 '| , h S i n°g|® vSi'I’j 0 H are-e H iCh ‘ 

loaded, ensuring that your gun is fully 

tofthea^n**,)*^ 

sides of the serin 3 " ° f * h * bulid ‘ n 0 15 not always available on both 

roof afdmlted^ is 0fl 'v brie building on the 

since you need them fj the tedgt th ^ V u&eon ^ two bullets 

* 555 S*S#S iSS&XS&*m * Shoot I 

And as they say - Thafs Al, FolkslI 

intorS.A 3 metSh ph ?"* d 


""3 U P r U noia oTTfora month And 

some maps forth® Warehouse andth^H-? hn 2 WSs we ^ay have 
levels aren't ali that mappgble) Rdl1 way Station (the other 
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you’ve pUvfed the aatne 

NOW GET THE VIDEO 
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INCREDIBLY, WE ARE GIVING AWAY A FREE VIDEO WORTH 
AT LEAST £10 THIS CHRISTMAS/NEW YEAR THROUGH THIS 
ADVERTISEMENT ONLY, WITH EVERY 


TH/S OFFER CLOSES ON JAN. 30th 

SEND OFF NOW 


ONE FULL YEAR 
GUARANTEE 


LOAD-IT! 

DATA-RECORDER STILL FOR ONLY 


FOR 064/ 1 
COMPUTERS 




p&p 


¥ 


FIRST TIME LOADING 
~ EVERY TIME 

ADJUSTABLE HEAD 

ALIGNMENT 

•4r LED LIGHTS 
TO INDICATE 

MAXIMUM 

SIGNAL POSITION 


FOR YOUR ‘LOAD IT’ AND FREE VIDEO 


CUT-OUT OR PHOTOCOPY THIS COUPON AND SEND IT TO: 



Mills Computer Products Ltd, Chewton Street, Eastwood, Nottingham NG16 3HB 


PLEASE SEND ME _ LOAD-IT(S) 

NAME __ _ 

ADDRESS _ 


— — — POST CODE 

I ENCLOSE CHEQUE FOR £39.99 OR PLEASE DEBIT MY ACCESS/VISA ACCOUNT 

CREDIT CARD PHONELINE 
0773-761246 



SIGNED 


EXPIRY DATE 


MY CHOICE OF FREE VIDEO IS Q TOP GUN 

[ | LIVING DAYLIGHTS 

(Please allow 28 days lor delivery) Q temple qF DOOM 


(Please number your 
1st and 2nd choice) 

11 



THIS DISK WILL 
GIVE YOU 
HOURS OF 
FUN 


THIS DISK 
COULD GIVE 
YOU 6 MONTHS 
IN PRISON 


If you Pirate Software you are 
a thief. Thieves will 
be prosecuted. 


THIS CAMPAIGN IS ORGANISED BY 

SP” 


EUROPEAN LEI SURE SOFTWARE 
PUBLISHERS ASSOCIATION 


Any information on piracy 

should be passed to 

The Federation Against Software Theft. 

Telephone 01-240 6756 



IS THEFT 







RETROGRADE 4k 

(Thalamus) 

Here we are wftfi the firat of many tips and maps of last month's 
sti perb S i zzi er shoot^'em - up fie trograde, one of the toug hast ga mas 
I ve played this year, and the great thing Is It starts off with some 
superb graphics and gets batter and better with every level. Hare we 
go with Transmission Software/ Ape* Computer Productions them- 
M4VS3 to give us the low-down on the high -paced action of levels 1 
and 2 . , , TTf 

? 

lt r s been four days now and you haven't slept a wink - you must 
complete the second nerve-centre and then you PROMISE to go to 
H ave YOU had this problem? Do YOU suffer from insomnia? 
Aell, if you do then worry no more! It's here the DEF guide to 
Retrograde In this first instalment we tell you how to build a disc 
d ri ve out of a p i ece of stri ng a nd a ca rd boa rd box AND give you handv 
playing tips on how to complete levels 1 and 2! 

Level 1 

When you start the game you have a puny front shot which kills 

absoiute ynothrng, so start by upgrading it to futi, Ok, now it's slightly 

easier to kill the alien slime from HeE I, we sugg est th at y o u bo Ft ash ot 
out your rear {ooh-erf), upgrade that to full, and kick alien ass 
Prck up hods of Ara and begin to bolt on Radians. Start by dipping 
on some above and beFow your front shot and upgrade them three 
or tour times. Now place more radians around yourself (preferably 

? m 1 tc ? mak * ix look P rettier > and upgrade the whole lot to 
full. NOW we re talking! The next point In our strategy is rather 
complicated so listen up , , , get loads of Ara as quickly as possible 
| a n d •remembe r t th e more you get no w th e lets you n a ve to get in later 


When you have got bored with killing absolutely EVERYTHING in 
the sky start to think about looking for a planet buster. They are easy 
to f i n d on t he f i rst le ve U a ny green grou n d a F i en s leave th em be h i nd 

Complete the first duct, get a tad more Ara and proceed to the 
? J nce tione you will confront the first horribly ugly NERVE 
CENTRE (drum noil, scream, etc), 

Referring to the piety showing the first well 'ard nerve centre 
destroy the guns marked 1 and 2 in either order and then proceed to 
point J, Avoid the bullets (rather obvious that) and lei'll ft. Once done, 
the eye will be revealed and you can blast away at the heart of 
muvva. Use your radians instead of your shot They should have 
higher hitcounts and you'll be out of the firing line of alien bulidts 
That s it basically - level 1 complete (fanfare !). 

Level 2 

The first thing you will notice about this level is that it's a hell of a lot 
harder. You can get different weapons, ie supershot or quads - it's 
totally up to you. You will, however, need to have a radian that fires 
out the top in order to defeat the nerve centre. Also, upgrade your 
first to the second power before attempting any of the ducts - it 
makes them rather easier. 

There are three aliens on the ground which will leave behind a 
planet buste* when killeu. There is a movmg 'hand '-type creature, a 
small chicken about a screen to the left of the shop, and finally the 
only destructible egg. ^ 

Complete the ducts and make your way to the Second Nerve 
r - entre . if YOU DARE ! ! (sombre ' Death kind of music J in the back- 
ground), v, 

if you are a masochist and WANT to die then don't read the next bit 
Otherwise everyone else had best shoot points 1 followed by 2 
Finally sit at point 3 and shoot point 4 - if you do it right you won't 
get hit by the teeth monsters firing out of its bottom (but enough of 
this kinky talk). * 

And this brings us to the dose of the first tips and 'Howto kill every- 
thing Without getting hurt' section for Retrograde, in part 2 we'll see 
Major pan Damage kin even MORE vicious, repulsive and generally 
angry aliens (though they do have some nice qualities). 


Z/AP! FEBkUARY t^<J(l 
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LEVEL ONE - THE FIRST WORLD 
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THE ERE WE GO 
SECTION 


‘Corns on you Spurs] The Boys 
from White Hart LaneHl Put the 
boot in! You *?!%$&£ blind or 
whaq Ref? + - eh yes, phrases 
familiar to us all as Pig in a Poke 
puts on the footballer’s boots, 
gets out the toilet rolls and legs 
it out onto the pitch for some 
footie tips)! 

SOCCER SUP- 
REMO Amiga) 

Low on money? Then sell a couple 
of players and take on appren- 
tices. Sell the apprentices to Divi- 
sion 4 for around £400 - the price 
jumps according to the Division. 
For instance. It is possible to sell 
players in Division 1 for £40,000. 
Keep selecting sell until you ere 
offered a decent price. Don’t sell 
too many players or the game will 
crash fl). 

If you want to win every match 
you p lay, save your position at the 
start of the season and play a 
match : save after every win , reload 
after each loss. Going this you’ll 
reach the top of the 1 et Division, 

FOOTBALL 

DIRECTOR 

Ole B Madsen la also in the foot* 
balling mood with tips for what 
he celts ’the best football man- 
ager game ever written’ {If so, 
then why’s there a sequel??), 
Here^e how to get an unlimited 
amount of money in one easy 
move. 

; J ust before you 're going to play 
the last league match of the sea- 
son you can sell an' unlimited 
amount of shares without being 
fired by your fellow directors, All 
the money gained by this selling of 
shares is yours at the beginning of 
the next season! 

FOOTBALL 
DIRECTOR 2 
(Amiga) 

Short of money again? When in the 
main menu, press CTRL and C 
together to Stop the program and 
enter 

AL= AL+ 500000 {with a RETURN 
after that}. 

COM! with a RETURN takes 
you back into the game with mas- 
, ses of Spondulicks (don't have too 
much cash or the directors may 
well grab some of it). 

Remem ber that when a pi ay er is 
26 or under you only need to pay 
him £1 per week (III). Should you 
wish to leave a club, sell 1 00,000 
shares and the board w ill sack you. 
Goto otfers/negotiations and 
i ch oose y a g rseif a new dub. 


SOCCER BOSS 
(64) ' k,. 

How to get lots of money by 
doing very little {No. 345) from 
Simons Tom, Belgium, who’d like 
to say hello to Dave Heuten, so 
there we are. 

Check with your bank manager, 
then when he asks you the amount 
of loan required type S row of 9s 
(make sure the r e are 39 o r mo re of 
them) and press Return after that. 
The com p ute r will g i v a yo u an error 
message and Jump you out of the 
game. Now type 
9908 CA= 99-99. , . . (make sure 
.there are 339s in there). Make sure 
you do this before you played 
because the season will start all 
over again. 


EMLYN 
HUGHES 
INTERNAT- 
IONAL SOC- 
CER (64) 

Here’s how to win o n the highe at 
skill level (Level 10) without 
mutating Into Emlyn himself end 
screaming ’? know it! 1 know it!’ 
all the time. Thanks to 5am Sadat 
of far away Bahrain for this one! 
Anyone else out there from dis- 
tant lends? 

First of all, go to the options and 
change the skill level from 1 to 10 
and then move one step under it 
and chan ge the eq oal ski 1 1 s from a 

cross to a tick. 

After that, play a friendly match 
against the computer. During the 
match, when y ou h ave the ball, just 
keep on going towards the goal 
(without pushing the fire button). 
When a defender comes towards 
you (when he is just an inch away 
before getting the ball from you) 
push the fire b utton very, very 
quickly!!! You will (hopefully) pass 
Hght through him; do the same 
with the next defender and you 
should go all the way to the goal 
; and score! 

With this solution you can score 
almost two goals every minute 
(well I do!). Couldn't be easier .eh? 


PETER 

BEARDSLEY’S 

SOCCER 

To prevent any other players from 
tackling the ball away from you 
keep tapping the ball as you run 
[just tap that fire button). 



KICK OFF (64) 


Press SPACE and rt will quit the 
game [but the scores will remain). 
Instead of pressing fire to kick off, 
keep ch ippi ng the bal I until it goes 
into the opponent's net and then 
press fire to score! (Tip from The 
Cannock Mafia) 

Save a league game when you 
are at the top and then when you 
next play you only have more 
match to play* win this and you 
win the league! Easy. 


Play the game as normal and 
when you lose, just watch the 
game up to the final - see who is 
playing and exit, reselect teams 
and enter your name as one of the 
teams in the final. Continue the old 
tournament and Hey Presto! 
You're in the final. 


Scott Brown of Hoddesdon is 
mad, raving mad! Well he must 
be If ha decide d to play Fighting 
Soccerorttha 64 for more than a 
minute (he says he's played It for 
hours - is this the same Fighting 
Soccer we 're talking a bout? I). 

All you have to do is run up the 
pitch in line with the penalty spot 
(you may have to dodge a few 
playens). Keep level with the spot 
and shoot, the goalie will miss the 
shot and it will go in. 


MICROPROSE 

SOCCER 


If you are beati ng a good team and 
you don’t want to lose you must 
win a comer. Then, when you kick 
the ball, run towards it with your 
other player and the goalie will 
come out. Take Ft out of the area 
and no one will come towards you! 
(Tip from Trevor Lock of Swan* 


HARD DRIVIN 

(Domark) 


General tips for Hard Drivers (or is it Hard Driver’?!) on the Amiga . . . 

Use the Speed Track to qualify for the Phantom Photon race. If you 
don't qualify on the first lap keep going round, you may well do it a 
second time around! 

O When you skid round a comer, turn back info the skid to keep 
going (tap the brakes a few times if the bend is relatively sharp). 
Driving onto the grass is your best option if you want to slow down 
fast (combined with brakes). 

► The computer-controlled Phantom is so slow it's unbelie vablelE Even 
if you take it slow around the Bank he may well not have got out of the 
dip before you go over the Bridge above him! Any future 'Phantoms' 
aren't so easy (after alE, you're racing yourself or a friend from then on!). 

> Expert me nf over the hi I Is and down the d i ps E The fi ret descending 
hill on the Stunt Track can be taken at really high speeds and so can 
the other dips and hills on both courses (regardless of what the 
signs say). Practice them a lot as along with the Loop they’re the 
best places to get into the lead when you’re up aga in st the Phantom. 

The Bridge 

AJong with the Bank this is equally tough and small errors are about all 
you can get away with. 60 mph is the recommended jump speed and 
you'd best stick to it, 70 mph jumps are possible (maybe even 75 mph if 
you're very lucky) but make sure you slam the brakes or ready for a 
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bumpy landing, (it doesn't matter if you land on the transparent grey strip 
or not) . 

Take the Bridge at any more than BO and you're really pushing your 
l ook I (Let me know if you can do it!) 

The Loop (Part 1) 

A daunting structure for the novice but dead easy to get over once you 
know how, Before the loop there's a tight turn with a 40 mph safety 
speed. The only purpose for the sign is for indicating when you should 
start a ‘controlled skid' fie a si Ide/power drift). 

Take the corner at 100 or more and as soon as you start to slide 
immediately rectify it with a turn back into the skid (left turn) and judicious 
use of the brakes. Try not to over-compensate and you should be lined 
up for the loop. 

The Loop (Pert 2} 

It's best that you select right hand drive before going over the top. The 
reason for this is that the loop moves to the right while you go over and 
you need to keep with It; Take it at 100 mph plus (you probably won't 
manage any more than that after recovering from the bend). 

Use the centre road lines as guidance all the way through and as soon 
as you drift to the left a!am the car to ttie far right to keep on the (now 
upside-down) road - the hard part is over but you should rectify the right 
movement with a partial left turn followed by a final small right turn to get 
you through and out the other side! 

Maks sure you stay over the right side if a car is coming over the 
opposite way and be even more careful if there's a car going over In the 
same direction (wait for it to go over before looping), 

The Loop (Pert 3) 

if you don't fancy looping you can always take it stow and force your way 


through the gap on the right hand side where the loop begins and the 
loop ends (you'll know what I mean when you see it). Unfortunately you 
end up on the grass with little time to recover and even worse you might 
well flip up on two wheels and go flying - however it does work . . . irf the 
computer ts a nice mood?! 

The Bank 

A real son of e gun If you get It wrong but not too hard if you take it real 
careful? 

Approach on the right hand side at whatever ridiculously high speed 
you want Put make sure you're decelerating by the time you pass the 
warning sign. Move over to the left and slide the car in using brakes A 
LOTH! Slow you can either. . , . 

a) Keep the car In a ieft turn until you regain control and then lessen off 
the degree of left turn (the steer indicator can be just left of the centre to 
get you through). 


b) Keep the car going in a tight turn and let go of the brakes every so often 
to slide you round. Got near the edge and put those brakes back on again 
sharpish! 

A VERY i Isky method with a VERY low success rate is to go round the 
wrong side of the bank. Leave the road at the start of the bank (preferably 
just before), hug the back edge of the bank wall and keep going if you're 
to gel back on the road in time! (Good luck if you can do iff),. 

Alternatively, keep on the left aide of the bank, occasionally popping 
onto the road to reset the 'Off Road r counter (watch out for the invisible 
barriers though!). 



POWER DRIFT 

(Activision) 

I expected: some tips on this 
great Sizzler racer but I didn’t 
quite expect to see maps] Here 
we ere with Colin Harding of 
Swirtton, Manchester providing 
the maps for each circuit of the 
five courses. Many thanks. 
Colin! The tipettes come cour- 
tesy of myself. 

Although they're primarily for 
the 64 game there’s no reason 
why these maps and tips can’t 
be applied to the Amiga game - 
it's difficult enough with all that 
mess of graphics; you need all 
the help you can get! 

Now, has anyone found a 
cheat mode for Power Drift on 
the 647 

Course A 

Circuit 1 - As you race under the 
bridges there's only a few hills so 
no sweat to start off. 

Circuit 2 - A few minor twists and 
turns but watch for the sharp left 
turn just before the finish line. 
Circuit 3 - You shouldn't have any 
problems as it's all on the ground 
wi th no surprise turns. 

Circuit 4 - The 3rd bend is a long 
one followed up by a tricky 
chicane before the finish line. 
Circuit 5 - The tight turns together 
with centrifugal forces and a high 
r :se finish line make fife very 
d iff cult. 


Course II 

Circuit 1 - If you can't do this, one 
then get back in your pram! 

Circuit 2 - No problems what- 
soever with few turns to worry 
about. ■ ' 

Circuit 3 - High- rase stuff with a 
couple of long turns but no worries 
otherwise. 

Circuit A - A couple of chicanes lo 
;atch the unwary but easy enough 
^ven WFfh centrifugal forces. 

Circuit 5 - Twists and turns galore 
out little else. Easiest final level af 
all the courses. 

Course C 

Circuit 1 - Best looking course w th 
calm trees flashing past (well I 
think so). Again, dead easy. 

Ckcu it 2 - A cgu p!e of b 1 1 n. ds on the 
ground and a nasty set of four 
Luma towards the end of the circuit 
out be grateful it’s not a later cir- 
cuit! 

Circuit 3 - The worst tracks are on 
the ground with some sharp turns 
followed by high-rise racing under 
the girders. 

Circuit 4 - A lot of twists and turns, 
use the brakes a lot through this 
very tricky circuit! 

Circuit 5 - This circuit is totally ele- 
vated so watch your step, espe- 
cially on the chicane after the start 
and the tight turn following it. 

Course D 

Circuit 1 - A couple of relatively 
sudden bends after the first hill but 
nothing to worry about. Watch out 


for other cars though-! 

Circuit 2 - The second hill in this 
circuit is tricky and so is the 
Chicane at the end - other than 
that, dead easy! 

Circuit 3 - Watch the sudden turn 
after the h i 1 1 an d the follow ing dou- 
ble chicane near the finishing line. 
Circuit 4 - Watch the left, right, and 
left again turns at the start the 
other oars at ti>is point are right 
road hogs (road Hoggs??) , Also 
watch out for the left turn on the 
hHL 

Circuit 5 - A nasty chicane just 
before the finish can turn your race 
into a nightmare very easily, so 
take care! Watch out for the rapid 
change of direction following the 
straight at the start, 

Course E 

Circuit f - This is all stratosphere 
racing action so watch that you 
don't clip the girders on the turns. 
Circuit 2 - Beware the sharp right 
turns immediately following the 
first two hills and be prepared for 
the very sudden left turn after the 
third hill. 

Circuit 3 - This course Is right turns 
all the way so you know which side 
of the road to stay on. Very tricky 
on the hills unless you're prepared. 
Circuit 4 - Watch wh ich way you ' re 
facing when you go over the 
ramps! Just a Irttle too much left or 
right and you're off! Keep an eye 
out for the second ramp, it comes 
up pretty quickly! 

Circuit 5 - Not too bad a course 
with no nasty chicanes, ledges or 


ramps - take that second turn a 
little slower than normal so you 
don't plough into the tricky third 
turn too fast 

General Tips 

• When the race starts swerve 
down the raukfie of the i oad betw- 
een the cars and you should get 
through to 1st position. 

Try to avoid other cars wher- 
ever possible. On the lower 
levels the collision defection is 
fairly lenient but later levels can 
see you spin off for even the 
slightest of bumps. 

• If you know which way the next 
bend l urns move over to the inside 
of the curve to lessen the distance 
you drift. Get it wrong and you're 
realty punished for it on the later 
circuits 1 

Olf you’re going to crash, try 
and fall off a ledge rather than 
hit a car or a side ob ject (not that 
you can do much about rt!|. You 
get back onto the road a lot 
more quickly and Eos# less time 
as a result, 

• Don't be afraid lo use the brakes 
a lot on the higher levels (espe- 
cially the 5th circuit). Being overta- 
ken by one car because you were 
slow is better than three for morel) 
because you crashed! 

C Try not to oversteer on the 
lower circuits and avoid under- 
steering on the higher levels. 
The 3rd circuit of each course is 
easy enough providing you’re 
quick to respond to changes in 
the road's direction. 
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SEUCK-CREATED 

GAMES” 


Although there's a test mode 
within this dashed clever con- 
struction kit how’s about some 
cheats for the games created by 
it? Well, come on down Jon 
Barry! 

Although ! don't own the construc- 
tion kit itself I've received many 
games created by this utility from 
PD libraries, l was bored and this 
was the only thing left unhacked in 
the house. So it you want invul- 
nerability on any S E UCK game just 
reset the game (with a reset switch 
of course) and type 
POKE 19214,0 (Return) 

SYS 16992 (Return) 

If you use the Expert Cartridge 
to enter the poke {Advisable as 
resetting corrupts a small pert 
of graphics memory) you will 
need to enter the cartridge on 
the title screen and switch the 
cartridge off, after entering the 
poke and reluming, before 
starting the game. 


When you reach a new or 
unexplored plane take out the 
disk and kid the druid. Instead of 
returning to the village of 
l&hmah you will be returned to 
the plane that you died on; insert 
the disk again. 

This can be repeated as many 
times as you want although you 
lose all spells that you had 
before and start the game with 
the normal complement of 
spells,, golem, food, keys etc. As 
a result you may not last long on 
the Later levels. 


RAIDER 


This pals Imitation of Thrust on 
the Amiga won't have you play- 
ing much longer once you've 
tried these codes out 

SHOT, DYKE, HIGH, LINK, PEAR, 
KILN, BAND 


ARCHIPELAGOS 

(Logotren) 

Keep your eyes on the Necro- 
mancer at all times as he destroys 
your brain {what a rotten sod). If he 
is threatening a bridge, build a 
‘dummy 1 bar of (and and lead it 
away into the sea, This relieves the 
pressure for a white but a stranded 
Necromancer will teleport to 
another island eventually to carry 
on his dirty work, 

Do not connect to an island with 
blood eggs oh. When they burst it 
spreads its poison to the whole Sot 
of the connected islands, even 
through the sand as well as the 
land connections. 


TURBO OUT RUN 

(US Gold) 

Great game. Here we go with 
some handy tips for the first half 
of the game, from New York to 
Atlanta, let's go burning!!! 


New York- Nothing to worry about, 
just use two turbos down 5th 
Avenue but watch the narrow 
roads around the halfway mark 
particularly with cars milling 
around. 


WasJilngtofi DC - There are two sets 
of barriers to turbo through and a 
few jumps. The police are out in 
force along with quite a few twists 
to the road so DON'T turbo until 
you're through the danger areas, 


Ptttibirgli - Don’t turbo after the 
second turn, tt‘3 a very sharp bend 
to the left so slow down a little (a 
LOT If you are going round with the 
turbo blazing). You can just get 
away with nicking the edge of the 
road at this point without crashing. 


India ns pells - This is a short course 
but there are some real vicious 
turns along the way, particularly at 
the start. TThe first bend is to the 
left and Isn’t too bad, but tor the 
second bend (another left) it's a 
wise move to slow down I As ever, 
time is tight when you approach 
the checkpoints so be safe and 
slow rather than take unnecessary 
risks (ie don't crash!). 


Checkpoint - It's a good idea to 
get Hi-grip tires for the bends 
ahead in the next 4 stages. The 
engine is a secondary choice 
but don't even think about the 
higher power turbo; best leave it 
for roads where there aren’t too 
many bands. 


Chicago - The second city turn is a 
sharp one to the right so be pre- 
pared and keep over to the right. 
There are a few hills to race over 
but once again the mass of cars is 
the problem hero. 

St- Louis - On this section we meet 
the first fork i n the road ; the barrels 
dictate the directions of the road 
and slow you down slightly if you 
run through them (good fun to ram 
through them though f). The road 
narrows significantly after the bar- 
rels so forget about turboin g 
through most of the second half of 
this section. The final run can be 
turboed through to take you onto 
the next section. 

Memphis - Thera are a LOT of turns 
in this section so Lake care and 
slow down rf need be. You can get 
away with a turbo at the start but 
don't try It on the tight bends until 
you can see the tumbleweed. 
From there on, the road is relatively 
straight with a wide final section as 
you go across the line, 

Atlanta - No problem. There's a 
narrow turn at the end but for most 
Of this stretch of road using the 
turbo is no problem, There's very 
little in the way of roadside objects 
as well which helps a lot when the 
time limit Is tight. 
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STREET CRED BOXING 

(Players) 


PGK F 20204 . 255 f o r infinite- live s 
POKE 25345,(0-255) for the 

number of fighters you have to 
beat before you can go onto the 
next level 

POKE 4715,(0-2551: POKE 
4720,(0 -255) to change screen 
colours 

POKE 7354,(0-255): POKE 
71 18.(0-255) Id change screen 
colours irigain but different ones!) 
POKE 5740.(0-255): POKE 
5024,(0-255) to select sprite sizes 
SYS 2064 to go out there and 
kick Bananas (Er, yeah!). 


another P-g <" a Poke done 

F^rthinas in me pocket (who say 

the times?). Mega bps and 
Jame from the Desert would 
Stated, as would some tips/ 
e HQ (that level 3 enemy 

-believably fast'.), °P er ^!^5 
,h snare (I’m not much better 
,i, and in. \ 3u>ve had an ace 

199Q!Thead<!r ess 

i at Xtnas ai iu ■ iv ' v " ~ 

usual - - - D/ -y p n w iq {.ud- 

ZZAPi Towers, PO Hox iv r 

SY8 1DB* 

■Jy wouldn t say» 


These pokes from The Banana 
are for the disk version of this 
pretty dire game. Again, you 
need a reset switch for thi sons. 

Load the game, reset it, and 
type them in on the title screen 
(the one where you have to clout 
the punchbag). 


POKE 44 5 1,(0 -2 55) for the 

amount of men you have to quah 

ity 

SYS 2064 to get things going 
again 


Qualify your players and load 
and reset the next part 
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MAKING 
A FAST BUCK 
CAN BE HELL... 


By Apex Software 





The Retrograde: a vicious and lethal bounty-hunter out to loot a 
hostile system's treasure of diamond crystals even if he has to blow 
the place apart! 

Level upon level of horizontal and vertical scrolling mayhem, over 
and under ground. 

Be Retrograde, the stalking, flying death deafer! 

CBM 64/128 Cass:£9.99 Disk:£12.99 


Thalamus, t SartumhcHw, Gileva PtA, AlderrruiiD'i, BefoGG’ 4QW M [D?34| 0172 












T Dan floats through the Mekong' weird teleporter. 


Dan Dare til was 
developed for the 
Spectrum by the 
people who wrote 
Savage and Tran- 
ter, and as you'd expect it's a 
pretty spectacular game on that 
, machine, But tots and lots of col- 
our with minimal attribute clash 
is, thankfully, nothing special on 
the C64. That leaves gameplay 
which, while initially quite fun, 
lacks the variety to keep you 
playing. The levels ere just too 
samey. Nevertheless, as you'd 
expect, Nick Jones has pro- 
duced an excellent conversion. 
Smooth, multi-directional scrol- 
ling and some nice graphics 
promise a better game than is 
there. 


A Dan Dare baldly takes on the Mekong. (the alien not ihe group, silly}, 


sate Hite to collect the necessary 
fuel cans (50 lbs worth), blast 
any aliens, and get out in time for 
a swift pint with Digby back on 
terra firm a, 


The aliens are quite friendly 
once they're dead because they 
give Dan cash with which to buy 
fir^tower. The many Mekon 


Dan Dare's had a 
good run of games 
on the CG4. The 
first one was excel- 
lent and the sequel 
wasn't bad either, offering a 
good mix of shoot -'em-up action 1 
and strategy . Sadly Dan Dare HI 
doesn't live up to these high 
standards. The gameplay is too 
simple to sustain interest for very 
long: there's a distinct tack of 
interaction and variety. It's a real 
shame that the action is so simi- 
lar on each level and this is more 
like a remake of Dan Dare li only 
not as sophisticated, 

The graphics are all pretty 
good though, with lots of colour 
splashed around and the 
shower-c urn-teleporter is a 
great graphic. Despite Its 
simplicity gameplay is fun for a 
while, but £10 is too much for 
such a limited game, 

L - — — 


PRESENTATION 73% 

Keyboard and redefine Keys ophan, 
attractive star ettect behind tha cre- 
dits, but no h»gh' score- Table. 

GRAPHICS 80% 

Excellen! shad mg wherever you look , 
rapid scrolkinci rewarding explosion 
edicts and a fast moving tempering 
scene. No( aH ihat varied later on 
though. 

SOUND 77% 

A bouncy, modern trtle tune together 
with a short hut upbeat redefine -keys 
lone. A number nl well done m-gsme 
FX. 

HOOK ABILITY 67% 

A hard game to get into but mapping 
it out rs rewarding. 

LA5TABILITY 54% 

Repel H ive gamepla y with l Utle variety 
Eater on proves a major problem. 


OVERALL 

60 % 


It you liked the Sen- Dare character 
|3 heck at a lot!) you may 'dare' to 
spend a termer on this one! 


Virgin Games, €64 £9.99 cassette, £14.99 disk 


D an Dare has come a long 
way since his exploits in 
The Eagle comic and the 
two earlier computer games. It 
seems all thet fighting the 
Mekon and his many armies of 
green Treens has taken its toll 
on the 40-year-old hero, Dan the 
man has, amazingly enough, 
been captured by old Green 
Bonce and held on board a sci- 
entific satellite orbiting Venus* 
Getting out his old jet pack, he 
bobs around the ship in search 


of an escape shuttle. One swift 
search later, one such vehicle is 
found but alas it's out of gas. 
Dan is in a real fix now as there's 
no Four Star petrol pumps 
around, so it’s back into the 


The station is made up of five 
levels* Each room has its own 
bunch of aliens pleading to be 
shot, some of which guard: the 
teleporter leading to the next 
level. Going through teleporters 
(which look suspiciousiy like 
futuristic shower units!) is a real 
mind-bending trip as Dan soars 
through $pace + trying to keep in 
the confines of the onrushing 
Warp Gate. Wander out of them 
and energy is lost: lose too much 
and bang goes a life, sending 
you back where you started, 
Locate the computer terminal 
and there's weapons to be 
bought: smart bombs, bouncing 
bombs, extra ammo for Dan’s 
blaster, even the odd extra life. 


Clones sitting around on each 
level are just as amicable, pro- 
viding Dan can show them the 
finer subtleties of a blaster first! 
Oh, and don’t run out of Jetpack 
fuel Dan, or you'll lose one of 
four lives. Dan Dare lose a life? 
That would upset your young 
{and old) fans no endf! 


Amiga Dan Dare should be with us 
vary soon irtd wl far £19.99 
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PRESENTATION 80% 

Average loading eoresn, t>u1 nice intro 
fijtM?. conliriue-plays. and maai quit 
option • 

GRAPHICS 82% 

Attractive and varied 

SOUND 96% 

incredibly atmospheric, m grime 
tunes. 

HOOK ABILITY 83% 

Only the lough mature of the gamap- 
fay (tetrads from the instem arcade 
appeal. 

LASTABILITY 86% 

ienamly challenging wrth live large. I 
tough levels. 


OVERALL 

85 % 


A tough but immensely playable 
cojn-op conversion. 


ing bridges, rock turtles, and 
bata. Level th res differs from the 
rest in that Art travels upwards 
on a rising platform and must be 
guided carefully through the 
iedg es of a tower wh Me evold i ng 
hordes of airborne creatures. 

Level four is set amongst the 
skeletons of long-deed 
monsters with waving hands 
and a see monster to defeat. The 
fifth and final level is even 
tougher: Art must get to the top 
of a large castle inhabited by alt 
manner of demons, including a 
huge end -of -level insect, before 
taking on Lucifer himself . If the 
red devil is defeated, Art can at 
last have some peace - at least 
until Elite release the Amiga ver- 
sion of the prequel; Ghosts W 
GobUns\ 


A Level one and Art's already dawn to bis underwear! 


US GoJd, Amiga £19.99 

M ow many times must 
brave Arthur rescue his 
fairytale princess? -after 
saving her in the original Ghost 
*N' Goblins and then last month 
in C64 Ghouls W Ghosts he’s 
got to do it all again in the Amiga 
version! 

Yes, Princess Hus has yet 
again been abducted by a nasty 
demon. Once more Arthur dons 
his surf of armour and sets off to 
perform another mammoth 
rescue operation. 

The first of five levels is set in 
a graveyard with scythe-wield- 
ing zombies, vultures, and guil- 
lotines to watch out for. On con- 
tact the nasties destroy Art’s 
armour, leaving him in just his 
underwear and vulnerable to 
death if hit a second time, To 
defend his honour Art can lob 
lances, which can be swapped 
for axes, daggers, and fire- 
bombs (Robin's favourite!) - by 
collecting pots left behind by 
dead (?1) ghouls. 

For more powerful magic 
weapons Art can openthe treas- 
ure chests which appear. How- 
ever, some of the chests contain 
a nasty wizard who temporarily 
turns Art into a duck! 

All levels are loaded in from 
disk and each has a checkpoint 
halfway through to which Art is J 


returned if he dies in the second 
ha If. T o help Art in h is extremely 
tough mission, three continue- 
plays have been provided* 


If Art manages to get past the 
fire-spitting demon at the end of 
level one, he is transported to 
earthquake city with its crumbl- 


Although this is nowhere near as technically impressive 
as the amazing 64 version, it is enormously playable. 
The only flaw is that it's just that bit too tough - if evert 
Rabin finds it difficult, most people will find it impossible! 
Still, the great platforms and ladders gamepiay is very 
enjoyable with the five fairly different levels providing plenty of variety. 
The graphics are also widely varied and attractive although never 
really amazing. What does impress - as on the $4 - is the gorgeous 
soundtrack. Tim Foilin has provided three excellent, atmospheric 
m-game tunes plus a brilliant 'folk rack 1 title tune. 

In short. Ghouls is a very good conversion, marred only slightly by i 
its toughness. 


▼ Level two's Fire Dog makes a Rottweiler lock cute and cuddly be 
comparison. 


Firstly, one must 
congratulate Soft- 
ware Creations for 
really updating the 
ST game. There’s 
lots more background graphics 
and the colour scheme is slightly 
richer. Given the usual tight 
schedule for these games it's 
good to see Ghouls isn't a 
straight port. Yet at the same 
time it's obvious this isn’t a game 
written for the Amiga. If it had 
been it coulcTve been much, 
closer to the arcade game. On a 
brighter note, the tunes are all 
very good. Level one's is excel- 
lent. with a superb 'rushing' 
effect which slowly builds up. 

The baste gamepiay is obvi- 
ous ly much the same as the C64 , 
but more difficult which can be 
irritating. Lacking the C64's 
amazing presentation, and sig- 
nificant improvements in 1 
gamepiay, Amiga Ghouls just 
misses out on an award. But for 
just £20 it's heart iJy recom- 
mended as a great test of arcade 
reactions. 
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UbiSoft, C64 £9.99 cassette, £14.99 


£24.99 Amiga. 


? it's thft Golden Shot now where's Bob Monkhdu ta end Anthea Redfem? (C&J) 


the shield appears and deflect 
any skull-splfttlrtg blows. 

If the Lord manages to make 
enough money to buy an army, 
and also proves bis worth in 
combat, then it’s off to the 
Chateau to command the forces 
of good. Victory leads to a final 
chase through a massive under- 
ground labyrinth. 


R eturning to France from 
brave exploits in the Holy 
Crusades, the Iron Lord 
Finds that things have not gone 
well In his absence - his favour- 
ite uncle has n abbed his throne! 

He immediately decides to 
retake the throne and bring 
peace back to the land. The 
| question is how? His tyrant 
uncle has many forces to band 
and the only people who can 
help are those In the surround- 
ing villages, end even they erent 
that friendly. 

Within the locality ere seven 
locations to explore. Explora- 
tion is conducted by moving the 
character around e scrolling 
overhead map of the location. 

The villages are strangely 
devoid of people wandering 
about, but searching the build- 
ings can revee l such characters 
as a herbalist with items to sell 
or a swindler ready to con you 
out of your hard-earned gold 
coins. 

An archery contest is to be 
found nearby where the reward 
for a keen eye is lots of cash. In 
the gambling hall more money 
can be won in the arm- wrestlin g 
and dice-throwing contests. All 
this cash is used for hiring sol- 
diers and weapons to fight the 
uncle In a multi loaded wengame. 


' Defender Of The Crown strikes again" is one of the first 
thoughts you may have upon seeing Iron Lord And 
indeed, some superb Cinemaware-style screens 
together with realistic sounds effects, a mtnt-wargame, 
and maze game all bodes well, Interest falls away when 
realise that there's little more than a dozen locations in the first 
level, and you begin to ask yourself, ‘Is this all there is to it? 1 . Disk 
drive-tess players could be in for more problems as the multi-load Is 
very heavy on the 64. The Amiga game gats away with infrequent disk 
swapping but there’s still quite a lot of disk accessing. 


Throwing a spanner into the 
works are a number of knights 
prepared to kill Iron Lord if they 
sight him. The knight fight is 
played out in 3-D - strike when 


A One of the seven main locations 
in Iron Lora (Amiga) 


From what I'd heard about Iron Lord \ was expecting a 
very deep Defender of the Crown- style game. !t r s a sur- 
prise then to find the first half so barren, wrth just a few 
locations in each town where you meet people, take 
part in rather simple events, qr go on mini-quests. The 
64 version i$ well presented with a pleasant tune* very professional 
start-up, and an excellent, authentic graphic quality throughout. 

The Amiga game's graphics aren't as impressive for the machine 
and the first part of the game is identical to the C64, taking no advan- 
tage of extra memory to provide more depth. Still, there’s plenty of 
game variety and both versions prove playable. 

K 


64 

PRESENTATION 84% 

Pq 5l£K in the bo* , good inter-location 
screens, pgi annoying mqtj-i-fnati 

GRAPHICS 84% 

Oddly defined characters but excel* 
lent static screens. 

sound 78% 

A stirring main tune with authentic 
effects adding atmosphere. 

HOOKABIUTY 79% 

The promise of exploring a targe 
French region grabs the atten 
lion. . ■ 

LA3TABILITY 74% 

but level one mrgfcil pul some 
ptayers off persevering. 


OVERALL 

75% 


A very well presented Defender of 

the Crown-style gfime whig h 

seems rather disjointed. 


PRESENTATION 70% 

Poster, nice map scr«m and some 
neai inter-level scenes. 

GRAPHICS 77% 

Once again some of the people you 
talk with took rather odd, but other - 
wrsa very good 

SOUND 78% 

Atmospheric medieval sound tracks 
help got ydu Info f he game. 

HOOK ABILITY 71% 

GamepLay is ictenlical 10 the C64 
game -where arefhe 1 6-bit improve- 
ments? 

LASTABILITY 72% 

Agam, one expected more of fhe 
Amiga. 


71 °/o 


A nice* took trig ai'c&de/ifrfrenture/ 

strategy/maie game! 


■ 70 
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▼ A psychedelic field battle. 


Hewson, Amiga £24.99 

argors is the apprpp- 
K ^ riately named land where 
the rivers regularly run 
with blood from the battles of 


— 

After much ooNng 
and ahhrng over the 
graphics and tune. 
Onslaught initially 
seemed a little 
shallow - run around bopping 
baddies. But once you read the 
extensive (yet still too small) 
instructions, the great variety of 
enemies and weapons becomes 
apparent. The cavalry and flying 
carpets are great; the skin -and- 
bone plague armies even better. 
Conquering a map is a formida- 
ble task, especially with just one 
life. But any sensible person will 
save before every battle. The 
actual arcade element hasn’t got 
that much variety in how it plays, 
but the ability to design your own 
challenge more than compen- 
sates. 


warring kingdoms, The armies 
fight under the banners of no 
less than 16 cults, worshipping 
gods and feeders such as 
Rimog, who collects human 
heads. 

But there is hope In this 
divided land. Even the most 
insanely brave army is afrakf of 
a “fanatic 1 ; solitary warriors who 
five to carve a place for them- 
selves in history by sfcil I In battle. 
Thanks to magical powers a 
fanatic can have the strength of 
an army . . , and youTe one 
such mighty hero. 

Once you start the game a 
16x16 map screen is shown. 
Many of the locations are scen- 
ery - mountains, rivers etc - and 


4 pmsty gunman wm aoQty anruess In thin Mind Duel. 


can only be crossed if you have 
the correct talisman. To earn a 
talisman you must visit a temple 
and beet the guardian. This is a 
Mind Duel, and the guardian is 
represented by a heed with four 
long arms - a s ft spits bullets you 
move your hand around the 
edge of the screen firing beck, 
shortening the arms until ft dies. 

The majority of locations, 
however, are occupied by 
enemy troops. These include 
normal armies, Crusade armies 
(with improved enemy morale 
and firepower) and Plague 
armies jthe undead). Once an 
army catches plague* it rapidly 
spreads to nearby locations. 

There are fourteen different 
types of army, each with their 
own main attack weapon. Ballis- 
tic types have cannons, 
knlghtfy-typeshave cavalry, and 


What great music there ts to this game! The Maniacs of 
Noise have done yet another great soundtrack - there’s 
even a tune that's straight from some Indian restaurant!! 

Onslaught the game is one of the toughest I know of 
with some really lon£ levels to hack through, supported 
by some beautifully detailed sprites - the skeletal riders and warriors 
m the plague lands are great. Though I was a little concerned about 
a lack of gameplay variety there’s certainly a lot In there with plagues 
and crusades to counter, the problems of terrain, and the different 
cults to fight against, each with its own methods of attack 


cauldron ones have men with 
pots full of boiling oil to pour on 
you. 

Field Battles start with ttie 
player on the left of the screen, 
beside Ns glittering blue ban- 
ner. Your objective is to fight 
through the enemy army and 
capture Its banner. But if you let 
too many troops past you they 
might capture your banner, 
forcing you into a defensive 
Field Battle. To help you* va rious 
objects can be collected: 
weapons, spells, talismans, and 
bonuses. Weapons include 
crossbows, bombs, and various 
smart bombs. Six spells include 
‘restore energy' and “freeze 
enemies' . The ten talismans can 
help clear plague and crusades 
- besides transporting you 
across scenery. 

If you win your battle you lay 
siege to the enemy castle; 
essentially a Field Battle but 
with some towers to climb up. 
Capture the banner here and a 
Mind Duel begins. Win It and 
you've captured the location. 

If it all seems too hard, there's 
a comprehensive edit mode to 
create your own worlds, plus a 
save/load option. 


No plans for a Cfl4 gam*. 


PRESENTATION 90% 

Lois of options , good sava/load (acu- 
ity, and excellent edit mode 

GRAPHICS 87% 

E-Ots of detail and variety in rue 
enemies arid weapons which pack 
the screen. 

SOUND 93% 

Excellent Maniacs Of Noise sound 
track. And it you choose FX them's 
some pteat samples. 

HOOKABILITY 80% 

Tou can get straight into the tattle, 
but understanding it ail lakes time, 
and j|'s a tough, game 

INSTABILITY 86% 

The atMkly (o design your own map 
gives pteoiy of scope for a big chal- 
lenge 


‘ 


OVERALL 


A unique and extremely wel 
seated arcade game. 
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1. BMX SIMULATOR 

2. SUPER STUNTMAN 

3. FRUIT MACHINE 

4 PRO SNOOKER 

5 SUPER ROBIN HOOP 

6 3D STAR FIGHTER 

7, PINBALL SIM 

8. INTER RUGGYSIM 
9 DEATH STALKER 

ID, GMX FREESTYLE 

11, DIZZY 

12, SUPER G-MAN 

13, ATVSIM 
14 GHOST HUNTERS 

15. STREET FOOTBALL 

1 6. JET BIKE SIM 

17. SAS COMBAT 

IB, BIGFOOT 
IS. NINJA MASSACRE 
20. FAST FOOD 
21 ARCADE FLIGHT SIM 

22. BMX SIMULATOR 2 

23. THE HIT SQUAD 

24. TRANSMUTES 

25. PRO SKATEBOARD 

26. PRO SKI SIM 

27. VAMPIRE 

28. 4 SOCCER SIM 

29. TWIN TURBO V8 

30 TREASURE ISLANO 
DIZZY 
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NOW YOU CAN LOAD COMPUTER GAMES 
FROM YOUR COMPACT DISC PLAYER 


CudeMasters have developed their new CD Games Pack 
utilizing the latest CD technology to give you 30 top award 
winning games on one compact disc. Digitally recorded to 
make load errors a thing of the past, even with the games 
loading in as little as 20 seconds. All you need is a 
Spectrum, Commodore 64 or Amstrad CPC and a normal 
music Compact Disc Player, 


THE CODEMASTERS CD GAMES PACK 

INCLUDES: 

CD cable - to connect your CD player to your computer 
software to allow ultra high speed loading 
Compact Disc - containing 30 excellent games. 

Full instructions - how to load and play the games. 


SPECTRUM 
COMMODORE 64 
AMSTRAD CPC 


THE A C TION STA R TS ■ HERE 


CodefVlasters. P0 Box 6, Southam, Warwickshire CV33 OSH 







button down longer for more 
powerful moves] or various mis- 
siles fired from Hiro's cyber- 
arm, Some of trie bricks in the 
walls of eacri level may be 
smashed to reveal bonuses. 


A C64 version^ coming soon, priced 
C9.09/E 14.99. 


Defiektor was one 
of my all-time fav- 
ourite puzzle 
games, and while 
Mindbender isn't 
that different from the original, it 
certainly hasn't lost the incredi- 
bly addictive gamepiay. The 
most important addition is the 
level designer, although creating 
solvable screens requires some 
thought. The two-player models 
also fun - with both players try- 
ing to achieve the same thing it 
can get chaotic unless you tell 
each other what you Ye doing] 


fragments of the Hrehlade, 
scattered throughout rive levels 
of the below-ground Undercity t 
must be found. 

Hostile creatures attack Hire 
and can be destroyed by hand- 
to-hand combat (hold the fire 


1 wasn't surprised 
to discover that this 
was programmed 
by Core of Rick 
Dangerous fame. 
The platform and ladders 
gamepiay is similarly enjoyable 
with some good graphics. 1 par- 
ticularly like the way that 
unexplored areas remain black 
until visited, so at least you know 
where you've been. What's mis- 
sing , though, is any humour or 
significant graphic variety with- 
out which the repetitive action 
eventually becomes tiresome, 


Gremlin, Amiga £19.99 

G regorius McDufrin Is a 
bird boffin who conducts 
experiments In his cellar. 
But instead of writing an adven- 
ture section for ZZAPC he is 
attempting to redirect magic 


energy beams. 

In each of fifty experiments a 
magician emits an energy beam 
which McDuff in attempts to 
guide Into a receiver, using mir- 
rors to deflect it. Various obsta- 
cles block trie way and the beam 
must also be directed through 
cauldron sand onto lightbulbsto 


V More mind-bending action from Gremlin. 


An aptly named game this one with its simple enough 
gamepiay which rapidly turns horribly difficult. Like 
Defiektor the first few screens are no sweat but they 
soon get really tricky. For a puzzle game the graphics 
are great: when you consider their size they’re very wall 
done with some nice animation. So go on. forget the flashy licences 
and get this superb puzzle game. 


A Exploring the labyrinthine Undarctty> 


l really enjoyed this one with an aco tuna to get things 
going and a very slick start-up scene of coin-op quality. 
The Rick Dangerous influence has rubbed off and as a 
result it's all highly playabie stuff but with more of an 
arcade adventure feel to rt with different directions to go 
in and quite a few new areas to explore. There are plenty of new 
creatures to see, but why there has to be continual use of dull grey 
backdrops 1 don't know - pity as otherwise this is a good futuristic 
romp. 


Gremlin, Amiga £19.99 


A fter 1 0,000 years of peace 
on the cyber world of 
Thraxx, the magic Fire- 
blade has shattered and the evil 
Havok has has come to power. 
Only one brave Bladeknights, 
Hiro, has survived. But before he 
can take on Havok the sixteen 


switch them on. 

There are two ways of failing; 
running out of time or overload- 
ing (when the beam is directed 
back onto itself or the magician 
heat builds up). 

Game options In this Defiektor 
sequel include a two-player 
mode and level designer. 


64 owners shouldn't to watt lon< 
do some mindbemding. 


PRESENTATION 82% 

Humorously polished with good 
options. 

GRAPHICS 65% 

Good fur the genre. 

SOUND 60% 

T oieraUle June and some neat effects 

HOOKABIUTY 77% 

Weil lurlged difficulty level and prac- 
tice option. 

INSTABILITY 80% 

Fifty levels arid you eftn create your 


OVERALL 


77 % 


Od/teA for fans, w>ll love il. 


PRESENTATION 80% 

Excetignl inlro sequence 

GRAPHICS 65% 

Cute sprites, but backgrounds largely 
Urtvarned 

SOUND 70% 

Good m-game tune cr FX 

HOOKABIUTY 74% 

Good ion tor a while. 

LAST ABILITY 68% 

Five largelevelstxri action getstepet- 
rtive, 


OVERALL 

70 % 


A playable arcade adventure, but 
lacking variety. 
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European Electronic Zoo, Amiga £24.99 


ver get the testing that 
you've just made an 
incredibly stupid mistake 
and are completely doomed? 
Like volunteering to setl a 1,000 
raffle tickets down your street? 
Or accepting promotion to 
Squadron Commander, Battle 
Group V? 

Of course, It sounds like one 
of those powerful jobs where 
you sit aboard a flagship and 
send other, lowly people Into 
battle. Now you’ve arrived at 
Galax Lunar HQ and all they've 
got for you is a pair of Delta II 
class cruisers. So what exactly 
does your 'promotion' mean? 
Well, there are lots of unbelieva- 
bly da nge rous missions that you 
can now accept. Suicide mis- 


sions, In short, and one’s just 
arrived for youl 
Commander Derry Mayers 


and the extremely fane ia ble 
Commander Lori Bergin have 
just gone missing. They'd com- 
pleted a spying mission on 
Urania, home planet of the Bar- 
rax Empire, when something 
interrupted their journey. Appa- 
rently their ship was boarded 
and towed toTerrainia, the most 
heavily defended planet in the 
known universe. 

Battle Group V is to fly over the 
planet, and into its three under- 
ground bases - via entry points 
on the wraparound, vertically 
scrolling surface - destroying all 


A Spot the stealth tig liters - answers on the back of a postcard to 
This 1$ QnfyAJokQ, Not a Real, Competition HAT 1HA 


Battle Squadron reminds me of another great Amiga 
shoot-’em-upn namely Sidewinder. There's the slight 
horizontal scroll, the excellent wrecked baddie graphics 
and even the relatively slow orange bullets. But Baffle is 
clearly a great advance, the graphics are that much 
more varied and well drawn - undoubtedly the best touch is the 
superb, shimmering invisibility effect. The ability to upgrade your 
weapons is also good: staying on the surface to build up your fire- 
power for the underground sections adds a nice element of tactical 
play, 3 don't think this has quite got the attention to game detail as 
R-Type, but it's certainly an extremely playable, arcade-style spec- 
tacular. 


the Barraxians before liberating 
the hostages. Unfortunately the 
Ba Iranians have developed 
many biotogicai weapons, such 
as huge, laser- spitting mutant 
plants and enormous fliaa. Then 
there's the invisible fighters and 
homing missllesE 
Fortunately your ship doesn't 
have to stick with its fitted arma- 
ment. When blasted, transport 
ships release upgrade capsules 
which float across the screen 
slowly changing colour. If 
you've got an Emerald Laser, 


T Shooting' massive kHler-plante on a subterranean level. 
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I love the graphics 
on this game, from 
the hideous 

organic levels to 
the superbly 

detailed purple bases. But 
what's best about Baffle Squad- 
ron is the excellent simultaneous 
two- player mode which gives it 
an edge on most vertical scrol- 
lers - two players means twice 
the fur. As In that other classic 
two- player shoot-'em-up, Blood 
Money, there's usually a mad 
dash to get the extra weaponry 
scons’ Another good feature is 
the option to change the game 
parameters; a neat touch in a 
very playable blast -'em -up. 


1 


collecting the capsul* whan It's 
groan will upgrade it. AJtama* 
tively you can collect another 
colour, switching to Magnetic 
Torps, an Anti- Particle Beam, or 
a Magma Wave. Including 
upgrades there are 25 different 
types of weapon which vary 
from being precise and hard-hit- 
ting, to weaker but covering a 
bigger area. 

No lees useful are Nova smart 
bombs. Hold down fire and 
rotate the joystick to activate 
this fearsome, swirling mass of 
energy. You start off armed with 
three, but more can be col- 
lected. 



Sadly no plans for a C64 version. 


u p d a t 


PRESENTATION 92% 

SuXitaneouS two-player option, plus 
rontmue-play option it you don't cus- 
tomise gam* (chan^iiig speed and 
maximum number or .ilien bullets 
etc). 

GRAPHICS 94% 

Seven different landscapes, all cram 
med TuM at detail wrirn their own bed- 
dies Pradarof-sfyle invisibility effect 
IS brilliant 1 

SOUND 85% 

Music is rather banal but can be 
turned orf . FX are good. 

HOOK ABILITY 91% 

In stantly playable with lots to see and 
tactics to team. 

LA STABILITY 82% 

A massive ch allonge , but it's 100 easy 
1 o see all the k* vats . The only Incentive 
over the long-term is higher scores 
and using more weapons. 


OVERALL 

85 % 


A first class shoot-'em-up. 
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Tengen, C64 £9.99 cassette, £14.99 disk; 
Amiga £19.99 


T wo of the coolest tube- 
dudes around, Bit and Jet 
have eet out down the river 
in two big lyres, searching for a 
party! in between this and them 
are some of the wildest, craziest 
and nastiest stretches of water 
around, and they've not even 
been privatised- Appearing on 


the river ban ks are I ndian s, irate 
fi shermen . penguins , bottle-tot- 
ing drunks, mad arabs, hillbil- 
lies, Sphinx, skulls, and many 
another totally uncool squares 
who throw various objects at the 
heroes. The water itself is full of 
tube-bursting things like tor- 
pedoes, sewer slime, and twigs 


T Sif and Jet paddling down the river. lG 64 i 


and branches. Bif and Jet are 
armed up with can s of beer to 
throw at anything that comes at 
them. But how can they throw 
them with allthat beer inside the 
cans? Simple, drink it first!!! 
Extra cans can be picked up 
along with bonus points and let- 
ters to make up the word 
TOOBiN for a BIG bonus, 

If Sif and Jet take too long to 
go down river, a croc surfaces 
and burets the tube to convince 
them to get a move on. Paddling 
through gates temporarily 
keeps old green skin away. As 
the watery roads get trickier to 
negotiate, Bif and Jet have to 
fend off even weirder opponents 
as they paddle down the Ama- 
zon, smelly sewers, the Col- 
orado river, Martian canals, and 
descend down the Styx. Must be 
one hell of a party at the end!!! 



One of the 
strangest coin -ops 
around has been 
converted fairly 
well to both 
machines. The 64 version is the 
better of t he two with some good 
graphics - 1 love the way Bit and 
Jot paddle like mad while trying 
to evade crocodiles etc. 

The Amiga game is less impre- 
ssive with bland use of colour 
and slower rate of play. How- 
ever, both versions suffer from 
an eventual repetitiveness as all 
the levels are much the same to 
play, varying only graphically. 


T About to bo snapped up by a croc. Amiga 



On the 64, Teque 
have done a good 
job capturing the 
humour of the coin- 
op, with humorous 
and fast graphics. The simplistic 
gameplay is very well recreated. 

The Amiga versi on isn't as fast 
and as such Is a lithe less enjoy- 
able. Alt hough the graphics have 
a good deal of variety about 
them, the typically superb detail 
of the Tengen coin-op is sadly 
lacking, the levels look similar in 
layout, and it can get boring after 
a while. lt r s also strange how the 
game's colours all look washed 
out. The music's quite good on 
both versions bui overall don’t 
expect anything outstanding. 


PRESENTATION 74% 

Four conlmue-piays, amullsneouS 
(wo player option, no multi load 1 

GRAPHICS 77% 

Humourous but maybe Inching detail 

SOUND 70% 

Unsophislicaled but cheerful tunes. 

HOQKABIUTY 77% 

Inevitably works better with iwu 
players, but it's fast and yreal furi to 
play 

LAST ABILITY 75% 

Thera's only 6 levels trapeated in 
mixed under) but the enemy sprites 
change each time [inch here's a differ- 
ent route to be taken. 




A decent conversion of the off ■ beat 
eg ire- up With the rnnir ireg,r«di#ntS 
of fun and playability kepi intact. 


PRESENTATION 71 % 

Continue- plays and a good title . 
(with humourous samples). 
No mult i-load 

GRAPHICS 69% 

Slightly washed out hut varied 
enough 

SOUND ao% 

A variety of catchy tunes! piu& good 
FX. 

HOQKABIUTY 70% 

Relatively sedate action m one-player 
mode but fhecoin- 'dp's simple playa- 
bility saver* the day. 

LASTABILITY 66% 

Tooyhei but 'Stawvr pac-tid than the 
64 very.tfjn Repetition gt g.^rneplay 
and level layout can Lead to waning 
interest. 



T tabular, playable fun bui a little 
on the repetitive Eide, especially in 
one-player mode, 
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A The map shows both tha speed and stunt courses. 


Do mark, Amiga £19*99 


O n# of the most successful 
arcades games ever 
started life as a safety 
device, a simulator intended to 
save driving instructors from 
terminal nervous tension. But 
needless to say the allure of 
loads of dosh in the arcades 
soon distracted the program* 
mers from this noble task. In 
short order the 1 lOOcc mini- 
micro car was replaced by an 


Loop. Keeping the car on the 
track is tough enough, but there 
are also plenty of other cars to 
run into and a time limit to make 
each of the three checkpoints 
per lap. The Speed Track has a 
more conventional layout, to 
better simulate normal driving, 
but the tough time limits ensure 
you break all speed limits. Make 
a fast enough tap on either Track 
end you get challenged by 
another law breaker, namely the 
Phantom Photon, to a race 
aroundthe Stunt Track. A single 
crash will disqualify you, so this 


Is one mean challenge. But if you 
do beat the Photon, your amaz- 
ing performance is saved so that 
if you beat the new lap time you 
get to race against yourself! 

Obviously good control of 
your car is critical, so Do mark 
have provided a variety of 
options. Probably the best is 
mouse, with the two buttons 
controlling acceie rat fo n/ decel- 
eration. Press both and you get 
the brakes. Joystick works as 
you T d expect - forward/back- 
ward controlling speed with fire 
activating brakes. Gears can be 
automatic, or manual with either 
keys or a second joystick 
replacing the gearstick. 

For the future, Domark are 
planning data disks with addi* 
tional cars, scenery tracks, and 
ultimately even a track designer! 




0:23 


SCORE 

iill 

LAP TINE 
Z03 1H 

ES AT d DO DD 
TO CHftCL Lhfjf 


extremely flash, high perfor- 
mance Italian car that can turn 
your average young driver into a 
stretcher case faster than you 
can say 140 mph. And just to 
help the process along, a peace- 
ful urban route has been 
replaced by a Speed Track and a 
Stunt Track. 

The latter has three main 
stunts: the Bridge Jump, the 
diabolically steep Bank, and die 
vertigo- inducing Loop-the- 



AUT0 
D 0 





A That's realism for you 
drawbridge! 


going over a translucent, open 


The real thrill of the coin -op was Its realism ; with the lack 
of a steering wheel, gearstick, and pedals, the home 
computer versions always sounded a bit dubious 1 
Although the mouse/joystick control is adequate rt 
, ^ doesn't really gsve you the illusion of driving. Still, 

despite the odd bug the 3-D graphics are very good indeed and 
driving against the Phantom Photon adds an element of competition 
to this enjoyable driving sim. 



Jurgen Friedrich 
has worked mira- 
cles cramming the 
coin-op into the 
Amiga, this really is 
a very close conversion which 
can be heartily recommended to 
fans of the arcade game. The 
lack of a steering wheel and ped- 
als is compensated for by a nice 
combination mouss/foystick 
set-up and the graphics are 
great. But this closeness does 
cause some problems - just two 
tracks really doesn't otfeF that 
much depth Amiga game. The 
roads are also surprisingly 
empty, with just a few cars to 
avoid. Still, the data disks could 
solve these problems and 
there’s no doubting what a great 
conversion this rs. 



The Cfl4 gams wilt probably copy the 
very fast Spectrum game, so let's 
hop* for another Sfunf Car Hacer 
miracle! 



PRESENTATION 90% 

Arcade perfect presentation. choice 
of manual and automatic gears, con- 
trol options, 

GRAPHICS 86% 

Visually an entremeiy accurate and 
las! version ol The arcade game 

SOUND 74% 

Good i-nlio < une and samples . p u t the 
in-game FX are a trn doll. 

HOOK ABILITY 80% 

Conirol system takes a bd of master- 
ing, but simulator affect is 
tmmsdJasefy compelling. 

LAST ABILITY 78% 

Abitrty to face against Photon and 
your salt provides good chaise 
While two tracks don't provide much 
variety, promised data disks will 
improve this rating, 


OVERALL 

81 % 


An excellent conversion ol a good 

coin-op. 
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H has been hyped for so long 
now that first impressions are 
disappointing - there's quite a 
bit of moving about and the con- 
cept lacks the immediate drama 
of Rocket Ranger. But the more 
you play, the more interesting 
the game becomes. The small; 
'one-lizard’ town becomes 
increasingly familiar, creating a 
good atmosphere and a real B- 
movie feet. The sound effects are 
probably best at this - the radio 
music sounds exactly like it's 
been filtered through a cheap 
radio and the spooky FX when 
ants are near is excellent, as well 
as being vitally important. 

The structure of the game is 
adventure/strategy biased, with 
the finding of clues presenting a 
formidable task. On the other 
hand though, Ginemaware have 
cleverly put in plenty of exciting 
arcade sequences. The hospital 
or>e in particular is technically 
unexciting, but great fun to play 
and hard enough to beat even an 
arcade wiz like Robin. All in all a 
great game, although not quite 
good enough to justify a RAM 
upgrade unless you also pian to 
get Dungeon Master. 


T Your fivtrp0 room’s on fir* 
and there’s no Fire Dept- 
better extinguish it 
yourself. 


Cinema ware/M irrorsoft* Amiga £29,99 - 1 Megabyte only!! 


•Pest control was never so much fun f 


L izard Breath, California; a 
small town in the backwa- 
ter of cultural develop- 
ment - and the current base of 
geologist, Dr Greg Bradley. He's 
cut short his vacation to study 
the remains of a large meteorite 
which crashed In the nearby 
mountains a week ago. Nothing 
much ever happens in this on e- 
Itzard town so the townfolk are 
thrilled by ft But their excite- 
ment is soon to turn to hor- 
ror , . . (cue dramatic music} 

You see, the meteorite was 
extremely radioactive and 
affected the local wi Idhfe In a IH> 
era Ely massive way - the slee py 
town of Lizard Breath is about to 
be attacked by giant ants! 

In this tribute to 1950s B» 
movies you play the pert of Greg, 
attempting to destroy the ante 
before they reach the town. Your 
first problem is that unsurpris- 
ingly no-one behaves you - four 


pieces of solid evidence must be 
collected (a plaster cast of a cre- 
ature’s tracks, a recording of 
creature sounds, creature 
fluids, and a creature part] to 
convince the mayor Into calling 
out the national guard. 

But to know where to look for 
evidence you’ll first hove to to 
talk to people about some 
recent strange occurrences. 
You can phone people from your 
home and most other buildings, 
or alternatively, visit them at 
their place of work (although 
they may be out, usually at the 
pub!). Travelling is generally 
done by car. A scrolling map 
shows all the locations, and the 
estimated time of arrival for 
each -you cant afford to waste 
time as you have only 15 daysto 
save the town. 

Once a location is selected 
you are automatically trans- 
ported there. That Is, unless you 


run Into the local gang - The 
Hellcats who’ll challenge you 
to an extremely dangerous 
game of ’chicken 1 . In an arcade 
sequence, your car speeds 
towards the Hel!raiser&% the 
loser being the car which chick- 
ens out and swerves off the 
road. 

On arrival at the chosen loca- 
tion, you are greeted with a sta- 
tic picture and a text window 
showing your current thoughts, 
ff anyone’s there they’ll usually 
talk to you, sometimes giving 
you useful information, but 
beware hoaxers! One very help- 
fut ch aracter is Professor Wells, 
a scientist at the local university 
who can analyse any evidence 
given to him. Other important 
characters Include a female 
radio BJ, a newspaper reporter, 
and the police sergeant How- 
ever, some of the pe-opl e are not 
so friendly and may even chal- 


lenge you to a knife fight! 

A visit to the airfield allows 
you to survey the town from 
o verhead. The plane is equipped 
with a limited amount of chemi- 
cal spray to use on any ante 
seen. Fuel is also limited and 
must be carefully watched so 
that you have enough to get 
back to the airfield - if not, you 
can try crash-landing In the 
desert or on a road. Flying Is also 
necessary to get the recording 
of creature sounds. 

For eome of the required evi- 
dence you’ll need first-hand 
contact with the ante -they usu- 
ally hang out around the 
mineshafts or volcano craters. 
A massive ant crawls across the 
screen - you must aim your gun 
at It and hopefully destroy W 
before It attacks. However, If 
you kill it the view switches to an 
overhead one as you are chased 
by more angry ante! This time 
you can use grenades against 
them - kill enough ants and th e 
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rest will run away. 

If at any time you gat Injured 
(by an ant, knife fight, plana 
crash etc) you’ll be sent to the 
hqafrftaL Any treatment here 
wastes valuable time, so the 
usual course of action is to toy 
and escape! In an overhead- 
view sequence you must try to 
get to the ground floor and out 
of the front door. If they spot you 
the doctors and nurses will 
chase you and, If they catch you, 
stick a large hypodermic needle 
you know where. Luckily, you 
can hide under desks and in 
spare beds, and you can even 
find a wheelchair for extra 
speed! 

Uiti mately , to save the town 
you must find the opening to the 
nest and destroy the queen. If 
you haven’t achieved this t»y Day 
16. you will have to defend the 
town from an all-out attack. The 
mayor will call a general alert - 


he is finally convinced when one 
of the ants eats his carl -and will 
allow you to organise the 
defences: you can allocate 
townfolk, construction workers, 
soldiers, and police to any loca- 
tion under siege. You can then 
leave them to ft, or go to help in 
another overhead arcade sequ- 
ence - here you can enter and 
control any of the army tanks. 
Jot strikes can also be ordered 
from the general alert map. 

If yo u successfully defend the 
town, you can have another 
crack at the ants' nest; other- 
wise If s ‘THE END’ of Lizard's 
Breath! 

The game comes on three 
disks so an extra drive is recom- 
mended to cut down on the 
Inevitable disk swapping. You 
also need 1Mb of memory to run 
the game: unfortunately Cine- 
m aware are not planning a ver- 
sion for the unexpended A 600, 


This is the best combination of 
adventure, strategy, and arcade 
genres since the classic Rocket 
Ranger, also from Cinemaware. 
Some of the arcade sequences 
are great games in themselves - 
I particularly liked the hospital 
scene where you run and hide 
from the chasing nurses and 
doctors: zipping around in the 
wheelchair is hilarious fun! The 
adventure itself is superb with a 
classic 8-movie storyline and 
typically slick Cinemaware pres- 
entation to heighten the atmos- 
phere - the giant ants are so well 
animated, they're scary! With 
each new game the course of 
events is slightly different and 
therefore never predictable. Of 
course there’s the inevitable disk 
access and shuffling, but it s not 
too intrusive and all pretty rapid, 




J enjoyed Rocket Ranger a iot. 
there was lots to do with some 
excellent sub-games to liven 
things up. This has been 
repeated in ft, but while It is cer- 
tainly an even more impressive 
game to look at, i feel it’s lost 
some of the ease of play and fun 
that made Rocket Ranger such 
an enjoyable game to play. The 
1 whatdunnif aspect of ft makes 
H a lot more thought provoking 
but Jt lacks instant accessibility 
as a result. Well, that's my per- 
sonal moan about rt anyway. 

This aside, H is a lavishly put- 
together package with quality 
throughout - the incredible start 
up sequence is testament to 
that. Sonic effects and tunes are 
of the usual excellent Cinema- 
ware standard; the samples are 
top quality and even the sub- 
games are great games In their 
own right. A iot of thought has 
obviously gone into the game 
structure and as such no two 
games follow the same path with 
random events cropping up fre- 
quently, You really do have to 
work to find the evidence, fight 
off the ants, AND convince the 
Lizard Breath citizens that the 
damn things exist! Great stuff 
although it's not quite in the Roc- 
ket Ranger league. 




PRESENTATION 90% 

Easy-io-feaa manual, superb mira 
sequence, adequoie save facility, 
disk access end shuffling noi hod bad 

GRAPHICS 88% 

Defatted statjc screens gooc arcade “ 
sequences with nice animation - 
especially of (ne large arris, 

SOUND 94% 

Excellent sampled intro, very aimus- 
nherit orchestral music, plus a 
number of other good tunes m various 
locations 


m, 




HOOKABILJTY 90% 

Very user-friendly selection sysiem 
makes it easy to gel into the game 
Arcade sequences provide Hght relief 
tram the main adventure. 



LASTABIUTY 91% 

Stopping the ants is a fascinating 
challenge, ana the course of events 
changes -every game. 




OVERALL 


90 % 


Yel another sli-bk Cinemaware 
release - a pity it's only for 1Mb 
machines, though. 
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The PREVIEWS 

Brought to you by the mysterious Shirley 
Bassey groupie 


MORE HARD DRIVIN' 


DOMARK 

An industrious bunch. Do mark are already lined up with games 
aplenty from B rode r bund and Tengen for the '90s including the 
licence for the fantastic S.T.U.N. Runner. You lucky punters!! 'Do 
they mean us?' you cry. They surely do! I 

GRIDIRON, 2001? 

Hut! Hut! Hutl is what's It's all about as Tenaen score a robotic 
touchdown with Atari's Cyberbaif. It's the future of American 
Football as violence on the pitch reaches maximum level and 
keeps right on climbing! Robots have taken over the sport In the 
21st Century. They score touchdowns any way they can, typically 
by much brute force and opposition wrecking -K2D2s these Steel 
Superbowlers ain't!! 

The Amiga version looks extremely dose to the to in -op 
whereas the 64 version wit! resort to a look-down view aver the 
vertically scrolling pitch to ensure almost all of the coin -op's 
features are kept There's over 100 plays to choose from, robot 
malfunctions to watch for, and a ball with a nasty habit of 
exploding! Both versions are due out any day now (prices to be 
announced). 


▼ Heavy mete! 2lst century American footie tun in CyOarfratf (Amiip) 



ALIEN INVASION 

Escape from The Planet Of The Robot Monsters is not only a very 
long title indeed but the next on the production line from 
Do mark. It's your everyday, normal life sort of story where we 
meet evil Reptifions who've captured many a human and put 
them to work creating Earth -bashing robot armies. Time for Jake 
and Duke to go in, rescue the hostages, and put paid to those 
slimy aliens' plans! 

With action not too distant from the likes of Gauntlet Escape 
sees the deadly duo fighting off robots, cracking open lockers for 
food and weapons, running up and down conveyor belts, and 
navigating through canal mazes in the quest to destroy the 
Re pillions I No £64 shots as yet but the Amiga screens here are 
looking very faithful indeed (even if the robots do look tike 
Weetabix on legs!), Escape should be ready for March (€64 £9.99 
cassette, £1 2,99 disk, Amiga £19.99), 


We should all know about Hard Drivin' by now so without further 
ado here's a chance for you to gaze on the 64 version. Looks a tad 
like the Speccy version to me and hopefully will run as fast. 
There's plans to put more colour into the game which may work; 
it may not, but after Space R&gve thfs month anything is 
possible! I 

While we're In the Hard Driver's seat Do mark have extra tracks 
lined up for early next year with many a new and fearsome track 
structure to see and prang the Ferrari attempting to conquer. The 
Hard Drivin ' con st r uctio n "kit i s a bit f u rt he r off i n th e y ea r th o ugh 
and should drive everyone MAD as really way out courses start 
appearing. 


V Hard Drivin " to get into ttiet challenge with the Phantom Photon. 



V With a title like E&eapa From The Planet Of The Hebei Monsters 
who needs captions? 'Amiga) 
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A Grem^n's spectacular 


The cutflsl ai>d most beautifully animated sprites ever, in 
Qrgcferbun-d Typhoon Thompson. | Arr^gai 

BRODERBUND BONANZA 

Ah yes, now we have Typhoon Thompson {Search for the Sea 
pi/JoJnext from Du mark s Broderbund fink, It's the story of a tittle 
baby (keep reading, it gets better) who's been captured by sea 
sprites (it will get better, honest I ) who won't give the sprog back, 
Take on the role of Typhoon Thompson and whizz around the 
islands on your jet sled, Oodge the sea sprites, blast them, and 
pick- em-up in exchange for dues leading to the captive babe. 
Watch out though, these sprites are crack shots; ace Flyer craft 
piiots and have a nifty line in imitating Duncan Goodhewll 
This beauty has some of the most amazing animation you're 
likely to see on the Amiga and it's all by the legendary Dan 
Chopiifter Gorlin himself!! Typhoon will be stirring up a storm 
next month for the waterspouting price of £19.99, 

F-16 Digital Integration 

i waited and waited for some pictures fortif this one and come in 
they did not, so I'll make it short and snappy. Digital Integration's 
Falcon beater F-16 Combat Pilot is headed towards the 
Commodore base and it's got the 64 firmly in its sights. Planned 
for the very end of January the ever popular F-16 should hit home 
for £14,99 on cassette and £19.95 on disk. Sounds a lot better 
value for money than an AMR A AM missile, that’s for sure. 


\nr 


TM 


Accolade are on the up and up at the moment with many products 
coming forth from their plush San lose offices. Here we go with 
a quick summary of their new releases for the Spring of the 1990 
take a deep breath NOW. . . , the F-1B airshow flight simulator 
j,. & Angels (Amiga and 64), a new European Challenge scenery 
disk for Test Drive 2 on both machines. Hardball II (Amiga), the 
very un wintemh powerboat simulator Heat Wave, the silver 
dream machine follow-on to Grand Prix Circuit tilted The Cycles 
and n e w courses for Jack Nicklaus '$ Golf. Phew! 

As well as this hefty lot we also have Steel Thunder battling 
a way on the 64 soon. In fact, it's going to be very soon as the tank 
simulation arrived in our office just tool ate for review -I grabbed 
it for previews and here it is Take command of a number of 
different types including the Sherman and M-1A1 main battle 
tanks and trundle around warzones like Syria and West Germany 
taking pot shots at those pesky Red varmints, 

V The ultra-modern Abrams Ml Tank which has acceleration like a 
sports car, Accolade's S* eel Thunder. 
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The MlAt ftBRAHS carries 40 
rounds lor its potent gun. Its j 
aMar*iniT speed afxI thick arnor 
ue I p > n (ieleat } ng heavy encnu 
tanks. Use n if you expect pl, 
to light a lo t of TflOs. cl 
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A A hopping mad fly in Gremlin's Venus. {Amiga 
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Gremlin carry on down the 16-bit track with flamrod coming 
aiong very mcely and thankfully not beating the Damottesv 
Mercenary 2 record for programming longevity Choose from 
either Ramrod the warrior or Rambot the robot and take them 
into four worlds of total surrealism where coin-ops dash with 
Aztec tern pies, CD's lie scattered around, and the enemy replies 
in kind with several million volts up the interface. 

The clash of eras makes this one very weird game, and with an 
excellent 3-D graphic style it all looks out of this world!. To see 
what Ramrod gets up to on your Amiga you'll not have long to 
wait, it should be out mid- February (sorry, no prices at the tTme 
of writing). 

Also on the cards is another strange game starring a robotic fly 
and titl ed Venus. The plot isn't k no wn as yet but the f ! y wi t h more 
armour than sense has to hop through each level (if you were a 
fly, would you lumber yourself down with armour plating??). It's 
looking good so far and looks planned for a March or so release. 

LE JARDIN DU GREMLIN? 

The weirdest Gremlin release of all has to be a sequel to FOFT 
titled, believe it or not, SSS /ane Seymour! (?) I 

Unfortunately it's not a game about that gorgeous fox tress of 
an actress herself, but no less than a namesake spaceship riddled 
by radiation from a faulty spatial jump. Not only has it knocked 
out the ship's computers, engines, energy systems, and other 
vrtal bits but ft’s also turned some collected alien specimens into 
very nasty things indeed Too, as commander of the ship, have to 
rectify the many faults in the ship and bring those aliens under 
control. By alt accounts it's not a space game in the FOFT mould 
hut it looks a deep game and could prove most absorbing. A 
March release is planned for this one with a price to be decided 
▼ The sequel to FOFThes you undertaking a mission inside Jane 
Seymour -a spaceship, of course. Amiga, 
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Take (tie wheel of your turbo-charge-: 
Porsche as you and your partner g,o in pursuit o! 
aag^rous criminals ail drying an evil array o' 
j ped "'u p cpadste rs 


Need to eaten up tn a hurry? w* 

Turbo Button win leave your eyes 


ust one press of your 
he pack of your head 


aT6W«j the/ oug best of dirt tracks and throi 

busy tunnels - if you can hold the line" 
fie low itie can run, but they can't hide . . 




VOTED 


AVAILABLE NOW FOR 





